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At this point all you'll be seeing is red. 


Presenting the MultiSync’ Projection family. 
A reliable reflection of perfection. 


Believe It or not, there are days when seeing a rainbow of colors won't make you smile. Luckily, 


there's something that will get the red out. The NEC MultiSync® Projection Systems were built 


Feature 6PG te 9PG PLUS 10PG to enhance the color on your screen, not in your 


Workhorse face. The 6PG PLUS and 9PG PLUS reproduce 
neOutput oy extremely bright, focused computer and video images. 


And the 10PG's larger 9" tubes provide remarkable levels of brightness and resolution. Each projector has a 
helpful built-in menu system, an RS-232 computer interface and an easy-to-use backlit hand-held remote. Our 

| projectors faithfully display all mainstream video and computer signals as well as ultra-high resolution 
Signals from most computer workstations and graphics boards. In short, we've made the MultiSync 


| projectors very reliable so you can continue to see things clearly. Questions? Call 1-800-NEC-INFO. 
aN For more information via fax, call 1-800-366-0476 and request Document A] EC 
“ies A. No.67401.The easiest projectors to live with for hours and hours: Ours. 
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MultiSync is a registered trademark of NEC Technologies, Inc. ©1994 NEC Technologies, Inc. 
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ee DEDICATED FILESERVER 


FALCON FASTFILE 


1.6 TERABYTE CAPACITY 
HOLDS UP TO 10 DRIVES 
ATTACHES 26 DISK VOLUMES 
RAPID RESTART 

el ad . UNIX, DOS OR BOTH 


7 a MENU DRIVEN 


UNATTENDED TAPE BACK-UP 
ETHERNET/FDDI/CDDI INTERFACE 


TRANSPARENT NFS 


FOLLOW YOUR INSTINCTS 


WHEN YOUR NET WORTH DEPENDS ON YOUR NETWORK 
CALL FOR OUR CATALOGUE 


800 326 1002 
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352 Kids’ Stuff EE RE 


Today, multimedia technology has become sophisticated enough to support 
some rather interesting children’s software designed to teach as it entertains. 
But is all that software now flooding the market providing any real value to the 
education process? As this market takes off, developers of edutainment titles are 
striving to find the right balance between education and entertainment. 


¢ By Barbara Robertson 
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18 Inside the Game Developer's Toolbox °**> 


Developers of CD-ROM games are like artists; they need certain — 
“tools” in order to create their works of art.Whilesome 

developers find that today’s more “mature” software programs 

work best for them, others are experimenting with some of the 

recently introduced high-end products that now offer a variety | 

of features aimed specifically at game developers. * By Donna Coco 


Volume 17, Number 10 
October 1994 
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40 Coping With Copyright Law 


If you're a multimedia developer who creates products that reuse 
pre-existing material such as images, videoclips, and sound, you 
must obtain proper copyright clearances for that material—a 
process which can be overwhelming as well as time-consuming. 
But if you handle this process properly, you can achieve this goal 
without breaking your budget or creating an on-going headache for 


yourself. * By Jill Alofs 


COVER 


Randy Reeves of Seattle-based Hyperbole Stu- 
dios created the insect on our cover using 
SoftImage’s (Montreal) Creative Environment 
running on Silicon Graphics workstations. To 
create the image—which is a frame from a 
60-second animation sequence created for 
The Vortex: Quantum Gate II, a new PC-based 
CD-ROM game scheduled to be released this 
month—Reeves made use of the inverse kine- 
matics capabilities in the software's Actor 
module. For more information on CD-ROM 
game development, see page 18. 
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NOTE 


A New Look for CGW 


lve heard it said that a magazine should go through a redesign every five years. If that's 
true, then we're about three years overdue. Forgive us, though. We just wanted to be 
sure we got it right. 

The new look we're unveiling this month is actually the finishing touch on an 
evolution that has been going on for about the last year and a half. It was the spring of 
1993 when we decided it was time for CGW to move in a slightly different direction, to 
become more focused. What we decided at that time was to trade in our broad mission 
of covering all things graphical and visual in favor of a more specialized goal—to 
become the premier experts in 3D graphics. 

Since then, we've been implementing that decision in a number of ways. For 
example, we immediately began running more stories focusing on the various ways 
3D models and animations are created, manipulated, displayed, used, and integrated 
with sound and video. We created new columns, such as Model Shop. And we added 
the tag line “Modeling, Animation, Multimedia” to our cover to serve as a signpost 
marking our direction. 

Driving all this was our realization that 3D graphics is the wave of the future for a 
broad range of applications. Whether it’s engineering, architecture, interactive 

entertainment, Hollywood 
noe q special effects, virtual reality, 
Setting up a VideODgpture System or scientific visualization, 3D 
ee a N, models and 3D animations sit 
at the heart of the process. 
LUG Covering this critical 


L 
SWARM technology completely and 


Around 


CD-ROM job, in our opinion, and so it 


was that we made it our 


from all angles is a full-time 


mission to do just that. 
It’s our hope that our 


redesign will help us better 
fulfill that mission. And, as a 
side benefit, we also hope it makes us even more fun and enjoyable to read. 


Before After 


The goal of our redesign is to give CGW a more lively, less structured feel—a visually 
exciting look appropriate for a magazine covering such visually exciting technology. As 
our full-bleed cover suggests, we'll be striving to provide a more dynamic showcase 
for the images we run. As our new Digital Arcade column and the redesigned 
Spotlight: News and Products column suggest, we have also tried to create more 
pockets of short, interesting, and easily digestable information. 

Our Applications column, now renamed User Focus, has been redesigned to 
provide higher visibility to users doing interesting, innovative work. Our new Digital 
Workshop column was created to provide practical advice on how to work with the 
kinds of multimedia, digital video, and special-effects tools that so often play a critical 
role in the modeling and animation process. 

Every caption, pull-quote, subhead, and font were redesigned with careful 
consideration and with the hope that they all will help make CGW a more useful and 
enjoyable tool for professional users of computer graphics technology. Our efforts 
to improve upon what we've done so far will continue, of course. But we hope you 
like where we're heading. And as always, 


we'd love to hear your thoughts, feelings, Lepho Pigs fi 


suggestions, and ideas. 
Stephen M. Porter 


Editor 
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The Unplodder. 


The HP DesignJet 650C 
plotter never plods. 


$7495 


You've waited long enough. It’s time 
you owned an HP DesignJet 650C—the 
plotter that delivers final-quality, D-size, 
color plots in under five minutes. And 
for a limited time, when you buy an 

HP DesignJet 650C from the same dealer 
who provides a demo, you'll get $300 off 
your purchase. 


Just imagine working with brilliant, 
300-dpi color for area fills, shading and 
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5-minute plots 


data differentiation. As well as crisp, 
600-dpi-quality monochrome. And with 
HP’s proven inkjet technology you'll 
meet with no pen-related problems. 


Options include true Adobe™ Postscript™ 
Level 2 software and HP JetDirect cards 
for connections to most popular networks. 
For more information and the name of 
your local HP demo dealer, call 1-800- 
851-1170, Ext. 8374! 


 packaro: 


NEW LINK 
BETWEEN 


COMPUTER 
GRAPHICS 
& VIDEO 


THE LATEST ADDITION TO 
THE RGB SPECTRUM FAMILY OF 
VIDEO SCAN CONVERTERS 


‘For too long, geometry transfer 
and grid generation have been 
the ugly stepchildren of 

concurrent engineering... . 


»” 


analyses impose additional complications 


Tightening the 
Design/Analysis Link Even Further 


I applaud CGW for the August 1994 sup- analysis package. For example, when sim- 
ulating the external airflow over a trans- 


on the transfer of design geometry to the 


plement “Tightening the Link Between 


Design and Analysis.” For too long, geom- | POTt aircraft, the user must define (at 
least) the position and shape of the outer 


boundary of the grid so that it is suffi- 
ciently removed from the inner boundary 


etry transfer and grid generation have 
been the ugly stepchildren of concurrent 
engineering, hidden in the shadows cast 
by their more stylish siblings, CAD and (the aircraft). Other intermediate surfaces 
analysis. Allow me to expand on the and curves may also need to be defined. 
Therefore the analyst is tasked with 
adding grid geometry to the design geom- 


etry. Historically, design professionals 


points made in the supplement from the 
standpoint of a fluid dynamicist. 


RGB/VIDEOLINK® 
1500 SERIES 


Not all analysis is FEA. There exists an 


extensive library of finite difference and | have been reluctant to include grid 


CONVERTS HIGH SCAN RATE finite volume analysis techniques that are | 8¢0™Metry in the CAD model. 


IMAGES FROM COMPUTERS, 
RADAR, OR FLIR SENSORS TO 
VIDEO FORMAT FOR RECORDING, 
TRANSMISSION, PROJECTION 


robust, feature-rich, and well-calibrated. The grid-generation requirements for 


This is especially true in the field of com- | CFD may be extreme, to say the least. Analy- 


AND TELECONFERENCING 


e Adjustment free 
auto-locking to all 
workstations and PCs 


e Flicker-free, broadcast 
quality NTSC RS-170A or 
PAL composite video, 
S-Video and RGB outputs 


e Optional RGB 31.5 kHz 
for video projection 


e Optional graphics/video 
overlay 


e Full 24-bit color 
processing; over 
16 million colors 


e Models from $9,495 
e Made in the USA 


GSA Contract #GSO03F2032A 


SPECTRUM: 


950 Marina Village Parkway 
Alameda, CA 94501 
Tel: (510) 814-7000 
Fax: (510) 814-7026 
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putational fluid dynamics (CFD). 

Design geometry is not perfect. Often, 
the analyst must contend with geometry 
that contains gaps between surfaces, 
curves that don't match end to end, bad 
intersections, and all sorts of extraneous 
geometry not relevant to the analysis. 
Conversely, the problem may be what's 
missing from the geometry; without a 
windshield, it’s hard to grid the automo- 
bile’s exterior surface. Therefore the 
rules by which design geometry is creat- 
ed must be tightened before we can ap- 
proach anything resembling seamless 
transfer of geometry between design and 
analysis applications. 

As pointed out by one of the panel 
members, the true design geometry is 
most often idealized prior to analysis. 
Only in a perfect world would the CFD 
practitioner create a surface grid for an 
aircraft wing that resolves every rivet and 
every seam between access panels. More 
often than not, these details are deleted 
or faired-over prior to gridding. Geome- 
try idealization poses a real dilemma for 
concurrent engineering; how do we si- 
multaneously create, update, and main- 
tain ‘ideal’ and ‘real’ geometry? 

The gridding requirements for CFD 


ses of viscous, 3D flowfields routinely re- 
quire grids consisting of hundreds of thou- 
sands or even millions of grid points. The 
resolved length scales in a CFD grid may 
span nine or 10 orders of magnitude. And 
high-aspect-ratio, eight-node, hexahedral 
cells may appear more like sheets of paper 
than the bricks after which they're named. 
Generating a good grid under these condi- 
tions requires powerful software. 

The supplement’s preface spoke of the 
progress that end users and vendors have 
already made in tightening the design- 
analysis link. The points made above add 
to the list of challenges that we'll all be 
working to overcome in the future. 


John R. Chawner 

Member of the Technical Staff 
MDA Engineering Inc. 
Arlington, TX 
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Computer-generaled 


model of Nicklaus Golf's | . : _ 
new “Bear” metalwood. new manufacturing strategy 


that joins high-performance 
: CAD/CAM/CAE with the 


experience and expertise of 
ENGINEERING FOR 


PERFORMANCE the game's greatest player. 


“Intergraph’s Engineering Modeling System enables 

us to quickly model and evaluate many design alterna- 
tives,” says Nicklaus Golf's CEO, Robert Kelly. “We can 
develop an innovative design and deliver a working prototype 
quickly and cost-effectively. The precision and accuracy allows 

us to improve product quality and performance while accelerating 
the development cycle.” 


PRECISION AND ACCURACY 


Intergraph CAD/CAM/CAE software unites design, engineering, and 
manufacturing in an integrated system that helps manufacturers 
get to market faster, with higher quality products. To find out how 
Intergraph can help streamline your product development processes, 
contact your Intergraph representative. 


INTERGRAPH — A SMARTER Way TO MANUFACTURE | NTERGRAP 
Call Intergraph today for more information: 800-345-4856 or 1-205-730-5499. 
Intergraph and the Intergraph logo are registered trademarks and Solutions for the Technical Desktop is a 


trademark of Intergraph Corporation. Copyright 1994 Intergraph Corporation. DDAD212A0 Solut 10nS for the T e chnical Desktop 
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Katzenberg 
Resigns as 


Disney Chair 
Jeffrey Katzenberg, said to 
be one of Hollywood’s most 
powerful executives, has 
resigned as chairman of 
Walt Disney Co.’s Disney 
Studios. The 43-year-old 
Katzenberg had sought and 
failed to get the number-two 
job at Walt Disney Co. after 
Disney's president, Frank G. 
Wells, died in a helicopter 
crash in April. 

According to a Disney 
spokesperson, Katzenberg’s 
film division was integral to 
the success of Disney since 
Katzenberg became 
chairman 10 years ago. 
Under Katzenberg and 
Michael D. Eisner, chairman 
and CEO of the Walt Disney 
Co., Disney prospered from 
a studio with $225 million in 
revenues in 1984 to its 
current $4.5 billion. 
According to Disney, many 
of its profits came from 
Katzenberg’s division, which 
oversees film, TV, and 
home-video production and 
distribution. In fact, as of 
September, Disney’s 
animated film, The Lion King, 
had grossed $260 million 
domestically. 


3D0 Ups the 
Ante 


The 3D0 Company 
(Redwood City, CA) plans to 
introduce in late 1995 the 
M2 Accelerator, an add-on 
upgrade designed to provide 
owners of 3D0’s Interactive 
Multiplayer system with the 
power of 64-bit 
performance. As part of this 
Strategy, 3D0 will work with 
IBM, Motorola, and 
Matsushita Electric Industrial 
Co. Ltd. to develop a new 
64-bit multiprocessor which 
will use the same operating 
system and development 
tools as the current 3D0 
system, but will include a 


Board Trio Jazzes Up 
Windows-Based 


Multimedia 


eveloping multimedia subsystems that 


make PCs easier and more fun to use is its 


vision statement, and JAZZ Multimedia Inc. is 


living up to that charter with its first series of 


re Video Camesa 
feo VCH 

Goce 
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Help Setup 


product introductions: Jakarta, Port of Entry, 


and Projector. 


Designed for Windows PCs, Jakarta is an 
MPEG Video Graphics Accelerator (MVGA) that 


can play MPEG video CDs, CD movies, and CD-I 


titles with 16-bit stereo sound. Providing full- 
motion, full-screen MPEG video with 30fps 
playback in 24-bit color, Jakarta also offers on- 


the-fly resolution and color switching and can 
deliver 1280x1024x256 colors at a flicker-free 
75Hz refresh rate. According to JAZZ, the 
accelerator also improves graphics 


performance in DOS and Windows and expands 


the size and speed of Indeo, QuickTime, and 


PowerPC microprocessor 
engineered and 
manufactured by IBM and 
Motorola as well as multiple 
custom graphics and sound 
processors designed by 3D0. 


On-Line Art 
Service for 
Windows 


Art Price Index Online for 
Windows, an on-line service 
designed to provide access 
to fine-arts information 
through database searches 
by artist, by work, and by 
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auction house, is now 
available through Centrox 
Corp. (New York City). With 


Feploe Oalr 


sat Poeran att 


the new service, users can 
search Centrox’s database 


Cinepak under Video for Windows. 
With the Port of Entry board, which plugs into 
Jakarta, users can watch TV/cable programs; 


view videotapes from a VCR, laserdisc movies, or 


live video feeds from a camcorder; and play Sega, 


Nintendo, 3DO, or other game systems directly on 


a Windows PC. Users can even capture and save 


still frames from any live or taped video, 


including laserdisc. 


Also working with Jakarta, the new Projector 


board enables users to watch on their TV sets 
PC-based software titles, PC games, and MPEG 
video CD movies. For presentation applications, 


users can also tape any software program or 


presentation from their PC screen to VHS, Beta, 


or Hi-8 videotape and play it back on a low-cost 


TV monitor. 


Approximate street prices for the boards are 
$400 for Jakarta, $150 for Port of Entry, and $110 
for Projector. (408-727-8900) 
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and view full-color 
thumbnails of more than 1 
million works of art while 
receiving timely information 
on such details as medium, 
technique, work date, sale 
Status, price, or date of sale 
(Centrox updates its records 
daily). To access the service, 
users need a PC-compatible 
386 with 4MB of RAM, 8MB 
of hard-disk space, a 9600- 
baud Hayes-compatible 
modem, Windows 3.1 
running in enhanced mode, 
and an 8-bit video-graphics 
card. The software needed 
to access the Art Price Index 


is free; the only cost 
associated with the service 
is the fee, per minute, for 
connect time on the modem. 


GPC Forms 
OpenGL 
Subcommittee 


A subcommittee that will 
provide graphics 
performance benchmarks 
for systems using the 
OpenGL API has been 
announced by the Graphics 
Performance 
Characterization committee. 


al 


SGI Extends Indy 
and Onyx Computing 


ilicon Graphics Inc. has enhanced the 3D 
S performance of its Indy desktop system 
line and has added supercomputing-class 
microprocessor technology to its Onyx line 
with its latest products. 

The new Indy XZ uses SGI’s Geometry 
Engine graphics accelerators to bring to the 
Indy line hardware-accelerated 3D graphics 
previously available only on higher-end Indigo 
systems. Delivering 128MFLOPS of dedicated 
graphics compute power over a highly 
integrated 267MB-per-second system bus, the 
Indy XZ—which also boasts 24-bit color and a 
24-bit hardware Z buffer—is priced from 
$18,495. According to the company, upgrade 
options are available to current Indy system 
owners. 

Meanwhile, the new Onyx graphics 


The new OpenGL 
Performance Characterization 
subcommittee will develop 
benchmarks measuring 
OpenGL graphics 
performance across 
platforms, operating 
systems, and windowing 
environments. The 
subcommittee’s first offering 
is Viewperf, a benchmark 
that tests 3D graphics 
performance for lines, solids, 
shaded solids, and textures. 
Results based on Viewperf 
are expected to be published 
in The GPC Quarterly Report 
before the end of the year. 


Graphics Chip 
Complies With 
OpenGL, PHIGS+ 


The SPC1500, a new single- 
chip 3D graphics geometry 
cO-processor designed 
specifically for graphics 
applications—and which 
complies fully with the 
OpenGL and PHIGS + 
graphics programming 
standards—is now available 
from S-MOS Systems (San 
Jose, CA). According to the 
company, the SPC1500’s 
OpenGL-compliant algorithm 
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supercomputer—the Power Onyx—is based on 
the Mips R8000 RISC processor, offering 
floating-point computational performance 


roughly equivalent to a 
Cray-YMP processor 
and delivering up to 
3.6GFLOPS of peak 
performance. Offered 
with SGI's 
RealityEngine2 
graphics subsystems, 
the Power Onyx is 
available in 
configurations 
supporting from two 
to 12 processors; base 
prices range from 


$88,800 for uniprocessor Power Onyx systems 


to $703,800 for 12-processor configurations. 


(415-390-3365) 
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set covers world-coordinate 
transformation: 3D clipping; 
viewport transformation and 
perspective divide; 2D 
window offset; infinite, local, 
and spot lighting calculations; 
fog computations; picking; 
and texture-coordinate 
transformation. Reportedly 
able to achieve more than 
300K, lighted, Gouraud- 
shaded triangles per second, 
the co-processor—which is 
now available in sample 
quantities—has already been 
chosen by Sony for inclusion 
in its new NWS5000G 
workstation family. 


IBM, Virtuality 
to Develop VR 


System 

IBM Corp. (Armonk, NY) is 
working closely with Uk- 
based Virtuality plc to 
develop and bring to market 
what it claims will be the first 
low-cost immersive virtual- 
reality (IVR) system 
designed for IVR application 
software developers. Called 
the IVR Development 
system, the product will 
combine Virtuality’s V-SPACE 
application development 


toolkit, V-PC operating 
system, VR PC accelerator 
cards, and VISETTE 2 head- 
mounted display with an IBM 
ValuePoint PC. Scheduled to 
be available Q4, the system 
will be assembled and 
distributed by IBM in 
Greenlock, Scotland, and 
will initially be targeted at the 
engineering, architectural, 
medical, and entertainment 
markets. 


Kaleida 
Licenses Real- 
Time 3D 
Rendering 
Library 


Kaleida Labs (Mountain 
View, CA) has announced it 
intends to license the Reality 
Lab real-time 3D rendering 
library from London-based 
RenderMorphics Ltd. and 
plans to incorporate the 
technology in a future 
release of ScriptX, Kaleida’s 
open technology standard 
for cross-platform 
multimedia development and 
playback. According to 
RenderMorphics, Reality Lab 
is already receiving kudos 
from Autodesk’s Multimedia 
Division and Matrox 
Graphics Inc., both of whom 
are recommending the 
object-oriented, C-based 
technology for use with their 
Cyberspace Developer’s Kit 
Version 2.0 and MGA 
Impression Plus 3D graphics 
accelerator boards, 
respectively. 


Memory 
Technology 
Boosts 
Rendering 
Performance 


Sun Microsystems 
Computer Company (SMCC; 
Mountain View, CA) and the 
Electronic Device Group of 
Mitsubishi Electronics 
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America Inc. (Sunnyvale, 
CA) have developed a new 
frame-buffer memory 
technology that reportedly 
increases triangle-rendering 
performance by a factor of 
approximately 10 compared 
to similarly priced VRAMs 
(the most common form of 
memory used in high- 
performance 3D graphics 
systems). Called 3D RAM, 
the technology was designed 
for high-performance 
workstations, video-arcade 
games, and sophisticated 
simulation applications such 
as flight simulators. Devices 
based on 3D RAM will be 
available from Mitsubishi: 
Samples are expected to 
become available by the end 
of this year, and production 
is slated to start by Q1 1995. 


And the Bride 
Wore ... an HMD? 


The invitation asked guests 
to witness “the joining 
together of Hugh and Monika 
in real time and virtual 
space.’ And so it was on 
August 20 at San Francisco’s 
CyberMind Virtuality Center 
that the first virtual wedding 
took place. 

Wearing a silver gown with 
a motion sensor tucked into 
the waistband, bride Monika 
Liston, executive assistant to 


the president of CyberMind, 
followed her bridal party 
down the aisle to join groom 
Hugh Jo, a sales associate 
at Adolph Casser. As the 
couple took their places in 
separate pods, they donned 
headsets and entered a 
virtual world witnessed by 
some 200 guests (and TV 
camera Crews), who 


IGHT 


& Ld bad 
Painting in 3D 
Ww" Evans & Sutherland's new 3D Paint 
software, digital artists and designers can 


apply colors, textures, and artwork directly to 


the surfaces of their 3D computer models, then 


rotate the models 


effects in place 


with all lighting and depth 
on the screen. 


The new software, which supports pressure- 


sensitive tablets, also provides a number of 


additional tools. For instance, users benefit from 


unlimited control over brush and pencil 


attributes, which can be visually edited and 


stored on a “memory bar” for rapid access. If 


users need more workspace, they can remove 


icons and controls to increase their overall 


drawing area. With the software's overlay 


function, image layers can be combined or 


removed, and selective transparency can be 


applied to each layer. A 2D masking function 


limits image changes to specific zones, while a 


3D masking feature derives these zones 


automatically from natural parts of the 3D 


model. The software also offers splines with 


control points, which define curves, areas, or 


masks when precise tracing is necessary. Users 


can work within several windows at once, 


cutting and pasting art among them as needed. 


According to E&S, designers can use 3D 


Paint interactively with 3D CAID systems to 


develop ideas quickly by sketching product 


details before constructing the real thing as 3D 


geometry. Features such as control buttons, 


graphics displays, or parting lines can be 


sketched and evaluated from all angles. Once 


the design is acceptable, the designer can send 


painted surfaces to the CAID system as an 


underlay to guide the final modeling. 


watched as two monitors 
displayed the couple’s views 
and listened to the minister 
conduct what would 
otherwise have been a 
traditional ceremony. 

The bride began her virtual 
journey toward marriage in a 
chariot on a carousel. The 
chariot then broke free and 
traveled down a path where 
the groom, waiting at a stone 
bridge, climbed aboard. The 
pair traveled to a palace and 
entered an antechamber where 
they exchanged vows, and a 
video wall displayed images of 
the couple kissing. Then they 
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left their pods for the ring 
exchange, the pronouncement, 
and a real kiss. 

Corporate sponsors of the 
event included, in addition to 
CyberMind (wedding 
coordination and site), 
Digital Equipment Corp. (four 
Alpha AXP workstations), 
Visions of Reality (the 
fantasy world), Sense8 
(world-building software 
tools), Kubota Graphics 
(graphics engines for the 
DEC workstations), Kaiser 
Electro-Optics (headsets), 
and Visual Synthesis Inc. 
(sound). 


3D 
Paint is 
available ona 


range of platforms, 


including those from SGI, 


IBM, Sun, and Hewlett-Packard; it also comes 


in several video output standards, including 
HDTV and High-Res RGB. Prices start at $15,000. 


(800-874-CDRS) 
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Microgratix Targets 
Technical Illustrators 


: ntended for Windows-based technical 
illustrators as well as architects, engineers, 
and drafters, Micrografx Designer 4.1 Technical 
Edition combines a new dimensioning tool for 


horizontal, vertical, and diagonal dimensioning 


with import/export filters for more than 40 file 


formats, enabling users to draw and edit 


illustrations at any stage of the product- 


development process. The program ships with 


1500 technical symbols and clip-art pieces and 


provides PostScript-capable output for 


integration into presentation or page-layout 


programs. A floating hint line, bubble help, and 


an on-line tutorial round out the $695 
programs list of features. (214-994-6247) 
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Infotainment, 
Education, 
Publishing to 
Pace Growth 
of Multimedia 


As the market for multimedia 
hardware and software more 
than quadruples to over $20 
billion by the year 2000 in 
the US alone, market growth 
will be led by applications in 
infotainment, education, and 
publishing, according to a 
study released recently by 
the international high- 


technology research firm 
Frost & Sullivan (Mountain 
View, CA). Titled “World 
Multimedia Applications,” 
the study goes on to 
forecast that infotainment 
and publishing will each 
increase share of market 
shipments from 8% in 1993 
to 14% by the year 2000, 
while that of education will 
rise from 13% to 21% in the 
same period and currently 
dominant training will decline 
in share (while growing 
dramatically in absolute size) 
from 33% to 18%. The study 
is available for $1995. 


_ INSIDETRAK easily plugs into y ur PC’s (or any 
computer’s) ISA slot to provide true high-performan 
- tracking with just 12 millisecond latency. Since | 
INSIDETRAK is in an ISA slot onthe mother-board, = | 3D 
transport delays are minimized. _ .. FREE bochure 
The INSIDETRAK system utilizes the same DSP 
technology that made FASTRAK” the industry standard. 


INSIDETRAK is designed with expansion capabilities to = 
meet your application needs. The system comes with a OLAEM Oss 


First in the third dimension™ 


One Hercules Drive, P.O. Box 560, Colchester, VT 05446 Phone: (800) 357-4777 FAX: (802) 655-1439 


©1993, Polhemus 
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BLIGHT ia 


PP silo processing pioneer 
Thinking Machines 
(Cambridge, MA) has filed 
for Chapter 11 bankruptcy. 
As of press time, the compa- 
ny was in the process of re- 
focusing its business plan to 
“devote its energy toward ex- 
isting customers, focus on 
producing more software, 
and support its existing 
hardware.” 


Ti: National Multime- 
dia Association of 
America (College Park, 
MD), a nonprofit organiza- 
tion aiming to improve the 
knowledge and abilities of 
companies, professionals, 
and consumers of multime- 
dia products, has opened its 
doors. Membership fees are 
$89.95 for professionals 
($350 for companies) and 
$49.95 for consumers. 


C amax Systems Inc. 
(Minneapolis) has_ pur- 
chased the Manufacturing- 
Expert CAM product line 
from Autodesk (Sausalito, 
CA). As part of the purchase, 
CAMAX will develop Auto- 
CAD-based NC application 
software using enabling 
technology from AutoCAD’s 
Mechanical Applications Ini- 
tiative platform. 


V irtual-reality company In 
World Inc. (Minneapolis) 
has changed its name to Vir- 
tual Express Ltd. 
Diamond Computer 
Systems (Sunnyvale, CA) has 
changed its name to Diamond 
Multimedia Systems Inc. 


Intel (Santa Clara, CA) and 
Microsoft (Redmond, WA) 
are now shipping free of 
charge to qualified graphics 
hardware vendors the Dis- 
play Control Interface devel- 
oper’s kit, designed to en- 
able PCs equipped with a 
VGA display adapter and 
running Windows multime- 
dia applications to play back 
video clips at frame rates up 
to 50% faster than previously 
possible. 


News reported by Audrey 
Doyle, managing editor. 


3D 
Studio 
Receives 
Major 
Upgrade 

nverse kinematics and a new spline 

modeler top the list of new features in 
Autodesk's 3D Studio Release 4 for '386-, '486-, 
and Pentium-based PCs. 

With the software's inverse kinematics 
feature, users can link and then animate 
hierarchical object chains, such as a skeleton’s 
bones and joints, in an intuitive way. Once the 
object chain has been created, users need only 
move one end of the chain, and the software 
applies realistic motion to the entire chain. 

Using Release 4's keyframe-scripting 
language, animators can compose a sequence 
of text-based commands that specify virtually 
all aspects of an animation, including motion, 
rotation, scaling, hiding, and morphing. The 
software also includes Fast Preview Renderer, 
a new tool which provides Gouraud-level 
shading with Phong highlights while enabling 
users to interactively adjust camera positions. 
And for architects and graphic designers, 
Autodesk has added to Release 4 the 
Perspective Match plug-in, which lets these 
users easily render a 3D model into a photo by 
matching the perspective of the original photo. 

3D Studio Release 4 is scheduled to ship O3 
at a suggested list price of $2995. (415-332-2344) 
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Matrox Makes a Great 


Impression 
ccording to Matrox, its new MGA 

] 3 Veena Plus is the world’s first one- 
board solution for Windows, multimedia, and 
3D graphics acceleration. Priced at $499, the 
board—which offers 2MB of VRAM for the PCI 
bus—combines the MGA 64-bit graphics 
accelerator chip with support for VideoLogic’s 
PowerPlay64 video accelerator chip (with VESA 
Media Channel) and Texas Instruments’ TVP 
3026 64-bit double-buffer RAMDAC to offer fast 
Windows performance, resolutions up to 
1600x1200, and 24-bit color acceleration. 

Matrox is including with the new board a 
trio of utilities. Called MGA Power Drivers, the 
utilities include Instant ModeSwitch, which 
lets users instantly switch color depth and 
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resolutions without having to exit Windows; 


Pixel Touch, for hardware pan and zoom from 
two to four times; and OCDP, for visualizing 
24-bit color work at high resolutions in 8- and 
16-bit modes. (514-685-2630) 
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Mac-Based Surface 
Modeling 


argeted at industrial designers and 
(seh engineers, Ashlar Inc.'s new 
DesignReality program is a 3D polyhedral/ 
NURBS modeler that offers a variety of 
construction, assembly, display, and viewing 
tools. The stand-alone program, which can 
interface to Ashlar’s Vellum package as well as 
to other CAD packages, provides both curve 
and surface modeling in NURBS or polyhedral 
modes for rapid prototyping; surface modeling 
features include skinning, surface offsets, 
extrusions, sweeps, and patch surfaces. 

The $1995 program, which includes 
dynamic rotate and infinite pan and zoom 
capabilities, also boasts flexible creation and 
editing tools for simple and heterogeneous 
curves and, for assembly and modeling, offers 
tools for moving, rotating, snapping, and 
welding. In addition, users can apply a 3D 
meshed view to visualize an object from any 
angle. (800-877-2745) 
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Products written by Laureen Belleville, contributing editor. 


HP DraftPro” Plus 


HiPlot® 7000 Series 


Our Competition is 
100% Behind Us. 


Hey, facts are facts! The HiPlot 7000 Series © 100% More Versatility, Our exclusive 
D- and E-size pen plotters are the best in the world. © SCAN-CAD accessory allows the HiPlot to 
double as a wide format, 400dpi scanner - 


for under $2,700! 


tion and A5ips velocity to produce 
plots twice as fast as HP DraftPro ie. e 3-Year Warranty. HiPlot’s unique FlexLoop™ 
Plus. It even beats the DesignJet” “Qneryy, platen, HI’ Grip drive system and Plotting-On-Air 


© 100% Faster. HiPlot combines 5.7g accelera- 


650C on some drawings. cpa pouurion preventer — l@sign revolutionize the way pen plotters handle 
© 100% More Accurate. Even at these higher media. Increased reliability, backed by an 
velocities, HiPlot delivers 0.1% accuracy com- Increase In warranty coverage. 
pared to 0.2% for the DrattPro plus - and the $300 to $5000 Less. The kicker - you get al 
DesignJet O50C. this speed, quality 
e 100% More Plotter Acceleration Accuracy Plot Time* Intelligence and versatili ata 
Intelligence. HiPlot 7200 5./g 0.1% 31 minutes one aR lower price than 
Vector sor ng and | HP DrafPro Plus 3.0g 0.2%  69minutes N/A N/A the HP DratiPr o Plus 
vector look-ahead = L , : and the DesignJet 
minimize motion Based on plot shown above using AutoCAD® Release 12 on a 386 33MHz computer. 650C. If this makes 
and make HiPlot’s curves noticeably smoother you think twice, give us a call for more informa- 
than DraftPro Plus and the DesignJet 650C. tion and for the HiPlot dealer nearest you. 


HiPlot 7000 Series 


Summagraphics. 


1-800-337-8662 
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bone, are the focus of this interactive 
Storybook, which uses bright and col- 
orful 2D animations, cute sound ef- 
fects, and humor to help enhance chil- 
dren’s reading skills. The story is told in 


linear form; as the narrator reads each . 4 


sentence, the corre responding on-screen 
words are highlighted. In addition, each 


page (screen) has numerous hot spots: 


Click on one and watch a charat 


wiggle, jump, squeal. But while At Ss 


Bone probably has some value 
reading tool, it’s unlikely to have much 
replay value for kids over the age of 5: 
Though entertaining the first time 
through, the hot spots—once ex- 
plored—can quickly lose their appeal. 


active than a hard- 
copy book. (Develop- 
er: Colossal Pictures; 
Publisher: Living Books, 
415-382-7818.)— 
Audrey V. Doyle 


THEME PARK 

| love amusement parks—the roller- 
coasters, the cotton candy. So the idea 
of building my own pat k, the premise 
behind Theme Park, sound ed great. And 
it was, for the most part if the 3D intro, 
complete with simulated rollercoaster 


ride pe 3D ride simulations | in this CD 


And peealise children. “e 


not much more inter- 


bly realistic) and excited fami- 
oesn’ t put you in a good mood, the 


— 


‘silly cranked-organ music should. But 
don’t be fooled—Theme Park is by no 


means a simple game. You re 


computer, actually) to build the 
best park in the world. To do this, you 


create the park sar ny rides and 
shops, hire mechanics $ and guards, 
maintain your park's financials—there 
are too many nuances in this game to 


“got over them all. And therein lies the 


frustrating side of this CD. There’s a lot 
to learn, and the manual isn't always 
easy to follow, so | got frustrated pretty 
quickly. But if you can get past the 
learning curve (I was intrigued enough 
to want to), there's a lot of fun to be had 


with this CD. (Developer: Bullfrog Pro- 


ductions; Publisher: Electronic Arts, 
415-572-2787.)—Donna Coco 


| 5Ft. 10 Pack 


Microsoft 


2 Myst 


: competing with other players (the TOP TEN 


3 The 7th Guest 


Virgin 


Star Wars Rebel Assault 


LucasA 


Microsoft Encarta 


Microsof Tt 


Microsoft Bookshelf 


Microsoft ft 


Outpost 


Sierra On-Line 


Print Shop Deluxe CD Ensemble 


Broderbund 


Betrayal at Krondor 


Sierra On-Line 


1{} Megarace 


Software Toolworks 


— 


Source: PC Data; list based on units sold by 16 
retail chains representing more than 4000 stores. 


In Voyeur, Reed Hawke, a decorated 
fighter pilot, astronaut, and CEO of 


Hawke Technologies, decides to run 
for president. Then Hawke learns that 
a family member plans to reveal a 
Secret that will destroy his public 
image—but not if Hawke can help it. 
As the piayer, you have a view of 
Hawke Manor from your apartment 
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window, through which you witness a 
series of events. Just watch or play 
along with this title. Due Q4: published 
by MacPlay. 


Fahrenheit, new for Sega CD, is an 
all-video title that puts the limelight on 
firefighters. Players rescue lives from 
burning train wrecks, flame-engulfed 
apartments, and toxic chemical-plant 
explosions. Also promised: sizzling hot 


effects. Due in October; published by 
Sega of America. 


The first in a series of children’s edu- 
cational titles developed by Software 
Sorcery, The Party at Crawdad Creek 
teaches kids ages 3 to 6 some basics 
via the adventures of Frisko Fox and 
his friends. For example, by helping 
Eaton Bear pick berries, children learn 
about colors and counting. A nonlinear 
format lets kids learn at their own 
pace. Due in October; published by 
Software Sorcery. 


Animation director Chuck Jones 
brought the cast of Peter & the Wolf 
to life in this interactive version of the 


classic tale. Actors Kirstie Alley and 
Lloyd Bridges provide some of the 
voices. Besides telling ;- 
Peter’s tale, the CD | 
also includes sections 
on the orchestral in- 
Struments, an arcade- 
style game, and doc- | 
umentaries on Chuck 
Jones and composer 
Sergei Prokofiev. Due in November; 
published by Timer Warner Interactive. 


Aerosmith, the Grammy-Award- 
winning rock band, take its tunestoan 
interactive format in the upcoming 
Quest for Fame: Featuring 

Aerosmith. Players actually jam with 


I you truly wantto wallow in the Wood: 


stock “experience,” you'd probably do 


better if you rented the movie or listened 
fo the album. But if you want'a nicely 
“crafted electronic diary of the event, then 


Woodstock: 25th Anniversary CD-ROM.. 


does the job. An easy-to-use interface, 
handsome ‘60s-styled artwork, and a 
generous collection of video clips, 
music, and photos all combine to take 
you on a nostalgic trip back to the age of 


“flower power. it may not be the “mind- 


blowing” experience promised in the 


the band via the Virtual Guitar, an 
electronic mockup of the real thing 
created by the CD’s developers, 
Ahead Inc. Ahead calls the underlying 


technology Virtual Music and plans 
to use it in other CD titles, including 
Welcome to West Feedback, in 
which players use the Virtual Guitar 
to wail their way to rock ‘n’ roll fame. 
Both titles due in October; published 
by Ahead. 


promotional literature, but if you're in- 
trigued by the 60s at all, it’s a fun toy 
you'll probably pick up when the mood 
strikes. One warning: The CD has a bug 
that prevents certain features from work- 


_ing properly on computers using graph- 


ics boards with a Cirrus Logic chip. But 
Tech Support says you can download a 
fix. A future release should solve the 


_ problem. (Developers: Opcode Interac- 

~ tive and Time Warner Interactive: Pub- 
lisher: Time Warner Interactive, 800- 
482-3766.)—Stephen Porter 


schwing! Tia Carrere of Wayne's 
World and True Lies fame takes a 
crack at CD stardom in Mechadeus’ 
upcoming interactive game The 
Daedalus Encounter. Players help 
Carerre and costar Christian Bocher 
take control of an alien spaceship. The 


plot twists according to the player’s 
actions and attitudes: An aggressive 
player will encounter a different result 


More than 200 years of history are 
covered in Portraits of American Presi- 
dents, an educational CD that details 
the lives of US presidents from Wash- 
ington to Clinton. Photographs, illustra- 


tions, narration, and video intertwine to : 
present this material, which was drawn 


from such resources as NBC News and 
the National Archives. Although this 
CD's overall graphical presentation is 


attractive, the video is often choppy. and 
pixelated and rarely syncs with the 


audio, which takes away from its 


impact. One of its better features, on the 
other hand, is the search engine, which 
lets you search by just about any detail, 
including pages with video or audio as 
well as key words. Although targeted 
at 10- to 17-year-olds, adult history 
buffs will find this CD interesting, 


than a passive player. Due in 
December; published by Media Vision. 


“Part fiction, part game, part mystery, 
part challenge’—that's how Viacom 
New Media describes the upcoming 
Are You Afraid of the Dark?: The Tale 


of Orpheo’s Curse, developed in 
conjunction with Nickelodeon, which 
also produces the similarly titled TV 


__(Developer/publisher: Great Bear Tech- 


DIGITALLGI. V3 


too, probably more so than their Ks. < 


nology, 800-795-4325.) af? a Coco 


Like a good mystery? In The Psy- 
chotron, a political-intrigue game, 
you're the head detective in charge of 


finding out what happened totop-secret : 
cargo when a US Government plane Ses 
crashes in the Virginia foothills. Besides 


an intuitive interface and nice but sim- 
ple 3D graphics, 7he Psychotron makes 
fun yet functional use of video. You ask 
questions of videotaped characters to 


_try and unravel the mystery; the better : 
your questions, the more points you 


earn. The sense of interaction you get 
from this give-and-take is fairly pro- 
found. The wait-and- watch problem i is 
not that severe, either, especially since 
you can fill the down time taking notes: 
as you try to keep track of all the infor- 
mation you uncover during the course. 
of your investigation. Challenging and 
engaging, this game is surprisingly ad- 
dictive. (Developer: The Multimedia 
Store; Publisher: Merit Software, 214- 
385-2353.)—Stephen Porter 


show on which the CD is based. Two 
kids are trapped in a haunted theater 
by an evil ghost who pians to use 
them as “props” in a magic show 
destined for failure. Help lead the kids 
to safety, or else. Due in November; 
published by Viacom New Media. 


The world is ruled by global terrorists 
and mankind dangles on the brink of 
destruction. As if life weren't trying 
enough, the ultimate doomsday device 
has been discovered beneath the frozen 
wasteland of Northern Asia. What are 
you going to do about it? That’s the 
premise behind Cyberia, developed by 
Xatrix Interactive Design. Due this 
quarter; published by Interplay. 
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Philips Sha 
in 


erasable: Brilliance’ 1A 


technology digitally corrects tal conver ae 


_ brightness to a// points on screen. | 
With conventional correction, lines deterior ite from the 
| oe : center to the edge. This is due to beam misconvergence, which 


mayb be as much as .45 mm in the corners. Color and ae 


Iso vary as much as 25% from center to edge. 
er Screen” reduces beam misconvergence to <.2 mm over 
_ the entire screen, even to the edges—a 55% improvement! 


Philips’ patented magnetic compensation circuitry assures 


perceptually perfect convergence, geometry, brightness and 
color uniformity from edge to edge. 

Conventional monitors are sufficient for some applications. 
But when your application demands perfection, choose the 
only monitor that delivers perfection—Philips Brilliance™ 21A 


with CyberScreen® technology. 


Call 1-800-835-3506 
In Canada, 1-800-387-0564 CHANNEL 


ADVOCATE 


Finalist 


Another First From Philips 


PHILIPS 
© 1994 Philips Consumer Electronics Company. 
A Division of Philips Electronics North American Corporation. 
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BY DONNA COCO 


eveloping CD-ROM games 

is an art; it takes talent and 

a fantastical imagination. 

And like other artists, CD 
game developers need tools to per- 
form their wizardry. Some use tools 
that have become “old standbys,” 
such as Autodesk’s 3D Studio, 
Adobe's Photoshop, and Macrome- 
dia's Director. Others are experi- 
menting with some of the recently 
introduced high-end tools that now 
incorporate features aimed specifi- 
cally at game developers. 

If you're a developer, finding the 
software package that will suit your 
needs depends on several factors, 

none of which is 


A variety of software 
packages, from paint 


quantifiable: One de- 
veloper’s dream tool 


programs to 3D 
animation, help 


be another's 
Most 

find 
yourself using sever- 


may 
nightmare. 
likely, you'll 


game developers 
create dazzling CDs 


al packages for vari- 
ous stages of devel- 
opment. 

Consider, for ex- 
ample, Cyrus Lum, lead staff artist at 
Crystal Dynamics (Palo Alto, CA). 
He's worked with three different an- 
imation packages already, switching 
according to his company’s needs 
and finances. To develop Crystal Dy- 
namics’ first title, Crash ‘n Burn, a 
racing game for 3DO machines, 
Lum used 3D Studio from Autodesk 
(Sausalito, CA). “I was the first artist 


Donna Coco is associate editor of 
CGW. 
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brought on board,” says Lum. “They 
hired me because they wanted 
Crash ‘n Burn to be a 3D game. I 
knew 3D Studio, so I brought that 
into the company.” 

3D Studio has several features 
that Lum likes. “Its texture-mapping 
abilities were pretty good for what 
we needed. Plus it could handle 
ASCII output, so we could take 3D 
files and convert them to whatever 
kind of files we needed,” he says. 
“The polygon tools were pretty good, 
too. When we create interactive 3D 
graphics, we have to worry about 
how many polygons we have. We 
work with limited polygons and tex- 
ture maps laid over those.” 

Most of the artists at Crystal Dy- 


namics use Photoshop from Adobe 


(Mountain View, CA) for textures. 
Says Lum, “Actually, we use it for 
pretty much everything you'd do to 
an image.” Lum, on the other hand, 
prefers Painter from Fractal Design 
(Aptos, CA). “It’s great. I did all the 
skies in Crash ‘n Burn with it.” 

New animation tools came into 
play when Crystal Dynamics started 
work on its PC-based CD game The 
Horde. In this title, you fight vora- 
little 
Hordlings—to keep them from de- 


cious creatures—called 
vouring your village. To create the 
animation, Crystal Dynamics mostly 
used Playmation from Hash Inc. 
(Vancouver, WA). 

‘At the time, [choosing Playma- 


thing,” says Lum. When Paul 
Richie, designer of The Horde, ap- 
proached Crystal Dynamics two 
years ago with his idea for the 
game, he wasn't sure if he wanted 
the game to be 2D or 3D, Lum ex- 
plains. It was Christmastime, so 
over the holiday break, Lum went 
home with 3D Studio determined 
to convince Richie that 3D charac- 
ters were the way to go. “I created 
this little Horde guy and a cow. And 
then I made this bush that the 
Horde guy was carrying around to 
hide behind. So he'd sneak up on 
the cow and stop and hide behind 
the bush whenever the cow was 
looking. I showed that to Paul, and 


tion] was more of a budgetary 


or 
spy 


he thought it was pretty cool, so we 
decided to go with 3D.” 

The problem was, Richie couldn't 
afford to buy 3D Studio (about 
$2500 at the time). And because 
Crystal Dynamics was still young, it 
couldn't afford to buy 3D Studio for 
him. Playmation, on the other 
hand, cost only about $400. “With 
Playmation, we could do character 
animation pretty easily,” says Lum. 
“In fact, organic modeling is a lot 
easier in Playmation [due to its 
spline-based modeling] than in 3D 
Studio. It's almost like you're build- 
ing your creature with pieces of 
chicken wire. You can get any 
shape you want without worrying 
about revolving or lofting or build- 


ing vertices around it.” (Note: The 


recently shipping Release 4.0 of 3D 
Studio brings spline-based model- 
ing to this popular package.) 

Now Lum and his co-workers 
are using yet another animation 
package, PowerPlay from Alias 
(Toronto). Initially, though, soft- 
ware wasn't even an issue: Lum 
and his co-workers simply wanted 
to get on the SGI. Their interest in 
SGI machines was sparked after 


Rocket Science 
Games introduces its 
first titles—Loadstar: 
The Legend of Tully 
Bodine (large image) 
and Cadillacs and 
Dinosaurs: The 
Second Cataclysm 
(inset)—this fall. 
Loadstar is an 
interplanetary 
adventure featuring 
Bodine, trucker 
extraordinaire and 
contraband carrier. 
Cadillacs is a 
futuristic thriller in 
which dinosaurs and 
outlaws rule the 
world. Some of the 
software used to 
develop these titles 
includes Softimage’s 
ProPlay Plus, formeZ 
from autodessys, and 
Adobe’s Photoshop. 


iy] 
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going to the movies to see—what 
else—Jurassic Park. “Everyone was 
like, ‘Wow, look at that.’ We wanted 
to do that,” says Lum. 

Obviously, software soon be- 
came an issue. But before choosing 
Alias, Lum evaluated several ani- 
mation programs. One reason he 
went with Alias was he felt the 
package provided solid versions of 
all the tools he would need—mod- 
eling, rendering, and animation. 

What really convinced Lum, 
though, was working hands-on 
with the program for a weekend. 
Alias had come to demo its system, 
leaving it and a tutorial on how to 
build a camera for Lum to test. “I 
wanted to play around with it, but I 
didn't want to make [something as 
mundane as] a camera,” says Lum. 
‘It’s like, I just got finished seeing 
this ‘wow’ Jurassic Park thing, and 
I was going to make a camera?” 

Instead, Lum set out to model 
and animate a dragon. Soon, his 
simple dragon had translucent 
ears and was breathing fire. “I cre- 
ated it over the weekend with just 
tutorials,” says Lum. “A couple of 
weeks later, I had a whole anima- 
tion, with the dragon flying and all. 
The [Alias software] wasn’t com- 
pletely intuitive, where you know 
exactly what buttons to push 
when. But the interface allowed 
me to experiment a lot, and it had 
little text bars with hints of what it 


looks, and wait for the render. 
Then you'd say, ‘well, it needs to 
move over a little.’ So you’d go 
back, move the map, and re-ren- 
der it, only to discover that you 
moved the map the wrong way.” 
But with the Alias software, 
Lum can see his work on-screen in 
a viewer, so he can lay a texture on 
an object, position it with sliders, 
and see the results without render- 
ing. Says Lum, “Working the other 
way is like working with Painter, 
only your monitor is in another 
room. So you do a stroke and then 
run over to see how it looks and 
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plus expand on the characters, giv- 
ing them individual personalities. 
All that character animation would 
demand an SGI—and the appro- 
priate software. 

Like Lum, Athanas spent hours 
demoing packages. Eventually, 
though, he decided on GameWare 
from Wavefront (Santa Barbara, 
CA). 
helpful. There are things we have 


“Wavefront has been very 


asked for specifically as a creator of 
PC titles—requests outside the nor- 
mal use of most high-end sys- 
tems—and they've incorporated 
them,” says Athanas. “For example, 


GEX (the swinging gecko lizard) is the newest character 
from Crystal Dynamics, expected to appear in a 3D0 title 
near the Christmas season. GEX will get his voice—and 
twisted sense of humor—from comedian Dana Gould. He 
gets his good looks from Crystal Dynamics’ artists, who 
created GEX using Alias’ PowerPlay. 


could do. So I'd just hit something 
and see what happened.” 


then go back and do another.” 

The artists at Crystal Dynamics 
aren't the only ones impressed 
A NEW SLATE 

Crystal Dynamics used the Alias 


with their new hardware and soft- 


ware. ‘toys,”: D.C. True=-Ltd. 


system toward the end of the pro- 
duction cycle for The Horde. But 
now Lum is working on a new 
game, in which he and his fellow 
artists are creating a title front to 
back with the Alias software. “The 
Alias interactivity is great. Like 
when doing texture mapping—be- 
fore, you'd lay the texture map on 
the model, render to see how it 


(Evanston, IL) got its first SGI sys- 
tems recently, too. These artists 
had the sequel to their initial title, a 
political simulation called Shadow 
President, in mind when making 
the decision to move to the SGI, 
says Charlie Athanas, studio direc- 
tor at D.C. True. For the sequel, 
CyberJudas, D.C. artists wanted to 
add more dimension to the game 
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we're working with a limited 
palette of 256 colors. As an artist, 
when I create backgrounds, I 
know I will probably have com- 
mon objects across several differ- 
ent backgrounds. I have to make 
sure when they come together, 
they're from the same palette.” 

But Wavefront’s software didn’t 


WINDOWS... 


COMPATIBLE 
32-Bit Application 


State-Of-The-Art Effects Software for 
DTP, Corporate Communications, 


Multimedia, Television, and Film 


Elastic Reality™ (ER) for Windows™ is workstation class special effects technology 
brought to the desktop. ER’s enormous power and flexibility make it an indis- 
pensible tool for many applications. Here are some examples: 


WYSIWYG 
Transitions 


Elastic Reality is the first 

desktop product to let you 
design an unlimited num- 
ber of sophisticated transi- 
tions with WYSIWYG ease. 


Over 30 example transi- 
tions are included to get 
you started. 
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Compositing 


Create still and full motion 
composites for publishing, 
TV, film, and multimedia 

with WYSIWYG ease using 
tools found nowhere else. 


Animation 


Elastic Reality 
makes creating in- 
between frames 
for animation fast 
and easy. 


Jazz up presenta- 
tions by setting 
still imagery in 
motion. Or, 
breathe new life 
into “plain old” 
clip art (as shown 
here). 


Elastic Reality sim- 
plifies many types 
of cel- and stop- 
motion animation 
jobs. 


MSRP: $495 


|) «CAvailable Now! -(yRRRRE 
ORDERS (800)642 4122 INFO (608)273 6585 


Warping & 
Morphing 


Reviewers and users hail 
Elastic Reality as one of the 
world’s most powerful 
warping and morphing 
engines. 


For creating both still and 
full motion effects, our 
unique interface provides 
higher quality results with 
less effort. 


The enormous depth of this 
product, and its ease-of- 
use, make it an ideal choice 
for both novice and profes- 
sional users. 


frosier 


“Crush” copyright © 1993 Chrysler Corp. 


Elastic Reality and the Elastic Reality Logo are trademarks of Elastic Reality, Inc. Windows and the Windows Logo are trademarks of Microsoft Corporation. 
All other trademarks or registered trademarks are the property of their respective holders. 
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Congratulations to our customers 
whose Elastic Reality effects have 
appeared recently in: 


Feature Films: 


e The Shadow 
e Wolf 


TV Productions 

e Star Trek: Deep Space Nine 
¢ Northern Exposure 

¢ Babylon 5 

¢ Full Eclipse 

¢ Time Trax 

e Weird Science 


TV Commercials And Videos 

e Chrysler Corp. “Crush” 

¢ Coca-Cola “Setting Sun” 

e Energizer “Wicked Witch” 

¢ McDonald’s “Bone China,” 
“Chisel,” and “Grand Poobah” 

e Nabisco “Cookies & Crackers 
Campaign” 

e Pink Floyd “Take It Back” 

e San Jose Sharks Trailer 
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HONORABLE MENTION 


System Requirements: 

¢ Windows™ 3.1 or Windows NT 3.1 or later 
e 386, 486 or Pentium® PC 

e Math co-processor recommended 

¢ 4 MB RAM minimum 

¢ 8 MB RAM recommended 

© 6 MB hard drive space 

¢ 16 Color VGA minimum 


ALSO AVAILABLE FOR 
MACINTOSH/ POWER MACINTOSH 
SILICON GRAPHICS 
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ELASTIC REALITY, INC. 
925 STEWART STREET 
MADISON, WI 53713 
VOICE (608) 273 6585 
FAX (608) 271 1988 
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To create this live, sulphur-spewing 
volcano for Hyper-Quest’s 
Astronomica: The Quest for the 
Edge of the Universe, artists used 
Alias’ Sketch and Specular 
International’s Infini-D programs. 
Due in October. 
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Star Trek: The Next Generation 
“A Final Unity” (from Spectrum 
HoloByte) gets its 3D true-to- 
the-series look from artists 
using Alias’ PowerAnimator 
software. Due in November. 


Artists at Acclaim 
Entertainment used 
their proprietary 
motion-capture 
Character Animation 
System in concert 
with Wavefront’s 
GameWare software 
to give the characters 
in the upcoming Alfen 
Trilogy realistic 
movement. Due 
second half of ’95. 


Artists at Mechadeus used Autodesk’s 3D 
Studio to create these stunning sets for 
The Daedalus Encounter. Due in 


BioForge, an upcoming title from Origin, gets its 
futuristic feel from the artists’ adept use of 
Autodesk’s 3D Studio. Due in December. 


These beautifully detailed 3D images, 
designed using Softimage’s Creative 
Environment, help set the mood in the 
virtual world of The Vortex: Quantum 
Gate I! from HyperBole Studios. Due in 
October. 
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In Presto Studios’ Buried in Time (due next spring), 
you're a time-traveling historian who receives a 
message—from yourself—10 years in the future. 
Someone has followed you through time, planting 
evidence to frame you for a crime. Now you have to find 
that evidence and remove it. To create this title, Presto 
artists are using a number of tools, including Macro- 
media’s Director, CoSA’s After Effects, and 

Electric Image’s Animation System. 


include palette management. Be- 
cause Wavefront's software is used 
primarily in feature film produc- 
tion, where there are no color limi- 
tations, palette management and 
reduction just weren't issues. “We 
presented this problem to Wave- 
front,” says Athanas, “and they in- 
corporated palette management.’ 
Previously, to reduce palettes, 


Athanas would send files across a 
network to a Quadra 950; then he'd 
use DeBabelizer from Equilibrium 
(Sausalito, CA) to reduce the file to 
256 colors. Other products Athanas 
still uses include Studio 32 from 
Electronic Arts (San Mateo, CA) and 
Painter. “I use these to create mate- 
rials and textures that I can import 
back into the Wavefront system,” 
says Athanas. 

Switching from the PC for de- 
velopment (D.C. True still uses PCs 
to develop its integration code) to 
the SGI made a huge difference in 
terms of opening up possibilities, 
says Athanas, although he ac- 
knowledges that, on first en- 
counter, these programs can be 
somewhat intimidating. “I have to 
admit, as a new user, it’s rather 
daunting to attempt to use some of 
this software. It’s very big with lots 
of options.” However Athanas did 


What's Up With Hardware 


Ss CD, 3D0, PlayStation, Jaguar, CD-i, PCs 
and Macs equipped with CD-ROM drives. 
The list of platforms from which CD developers 
can choose keeps growing. At the risk of being 
incomplete (who knows who'll introduce what by 
press time), here’s a brief overview of what's 
happening in platform development. 

Let's start with the stand-alone units that play 
CDs. As you may know, The 3D0 Company 
(Redwood City, CA) has licensed its technology 
to several hardware manufacturers. But the only 
company to introduce a player has been 
Panasonic. Expect this to change this fall (if it 
hasn't already), when Goldstar begins shipping its 
3D0 player and Creative Labs starts shipping its 
3D0 add-in board, which will let gamers play 
3D0 titles on their PCs. Also expected but not 
confirmed as of press time—a large drop in the 
price of 3D0 players. (Currently, a 3D0 costs 
about $500, down from $700 when initially 
introduced.) All this is good news for the 750+ 
3D0 title developers, who are waiting for the 3D0 
market to grow. By the end of this year, 3D0 
expects 100 titles to be available. 

Along with new machines and price 
reductions, the 3D0 players are getting a 
technology face lift. This fall, expect a full-motion 
digital-video module that handles MPEG-1 titles 
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from Panasonic. Plus 3D0 brings 64-bit 
performance to its units via a PowerPC upgrade 
called the M2 Accelerator. 

Over at Philips Consumer Electronics 
(Knoxville, TN), executives have been busy 


dropping prices and upgrading their CD-i players. 


You can buy a CD-i player from Magnavox for as 
little as $300 now (CD-i players cost about $600 
when first introduced). Plus a CD-i unit that 
incorporates the ability to play MPEG-1 digital 
video should be on the market by now at a price 
of about $500. An add-in board that allows PCs 
and Macs to play CD-i titles and MPEG-1 movies 
is available from International Interactive Media 
(7M). Philips has signed on more than 800 
developers. By year’s end, consumers should 
have 200 titles from which to choose. 

Although the base unit for the 64-bit Jaguar 
from Atari (Sunnyvale, CA) plays cartridges, Atari 
introduced a CD attachment that should be 
shipping any day now. The basic Jaguar costs 
$250; the CD attachment will retail for $200. 
Sigma Designs is developing an add-in board 
that will give PC players access to Jaguar titles; 
no shipping date was set as of press time. So far, 
Atari has signed on more than 200 developers for 
the Jaguar, although only 14 titles are currently 
available. Look for that number to increase to 


about 35 by the end of the year. 

Let's not forget the kings of the game market, 
Nintendo (Redmond, WA) and Sega (Redwood 
City, CA). Just in case you haven't heard yet, 
Nintendo decided to stick with cartridges—which 
should hold up to 100me of data—for its next- 
generation 64-bit unit, dubbed Ultra 64 (due in 
the fall of 1995 with a targeted price of $250). 

Over in the Sega camp, plans are to launch 
this November the Genesis 32X, an add-on 
component that brings both the 16-bit Genesis 
and Sega CD systems to 32-bit power. Priced at 
$150, the 32X is Sega’s interim product until it 
ships its 64-bit Saturn machine next year. As of 
this summer, Sega had 27 publishers lined up to 
develop games specifically for the 32X. But don’t 
forget: These machines can play all the other 
Sega titles as well. 

The newest player on the block is Sony (New 
York City), which previewed its PlayStation unit 
earlier this year. Unlike other platforms, Sony is 
using JPEG—not MPEG-1—as the compression 
scheme for the full-motion video in its games. So 
far, Sony has lined up more than 220 Japanese 
and 45 US developers to create PlayStation titles. 
The expected price is $400 with hopes of 
shipping in September of 1995 DC 


HUW TU WARE YUUR BUSINESS 
LOOK BETTER ON PAPER. 


Joyce and Larry 


The new Fujix 
Photo-Video Imager FV-7 
brings versatility to image capture. 
The compact 1 lb. 9 0z. FV-7 lets you input “a 

color negatives as positives, prints and transparencies from 35mm to 
large-format film, even 3-D objects. S-video output terminals allow 
quality input to computers with frame-grabber or AV capability. To 
learn more about the FV-7 or DS-100, call 1-800-659-3854, ext. 2871. 
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— The Right Foods — 
Manufactured dog food has 
many advantages. It’s con- 
venient, it contains every- 
thing your dog needs, and it 
hardly takes any time for 
preparation. It's widely avail- 
able in three types: wet food 
in cans, semi-moist in cans 
or bags, and dry kibble. 

. —Bones— 
Having things to chew on is 
important to keep a dog's 
teeth healthy. If your dog's 
diet consists of soft, manu- 
factured food, your dog 
should be given rawhide 
bones, milk bones or meat 
bones. But our best advice 
is to exercise caution. Soft 
bones, such as poultry, pork 
or hollow leg bones are dis- 
courage d saci 
because they 
often tend to 
splinter easily. 
And they can 
cause quite a 
bit of damage 
to your dog's 
mouth, throat 
or intestinal 
tract. The best 
kind of bones 
tends to be 
the ball joints from veal or 
beef. Any bone you give 


your dog should be carefully 


The Fujix DS-100 
Memory Card Camera is 
the SLR digital camera from people 


who know cameras. Behind its auto- 
focus 3X zoom lens is unique 
image-compression technology. It 
Stores up to 21 high-quality color 
images on a reusable Memory Card 
for fast, easy input to your Mac® or 
PC—so you can add visual impact 
to presentations, brochures, and 


~-<@ other documents in minutes. 
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meat bones spoil easily in 
warm weather. 

—A Few Rules To Observe — 
e If you use canned food, 
add some dry kibble to it to 
prevent tartar buildup on 
your dog 's teeth. 

e If the can comes straight 
trom the retrigerator, add a 
little hot water to prevent 
diarrhea. 


° If you use dry kibble, make 


sure your dog has plenty of 


water available (especially if 


he's older). 
Even though commercial dog 


food offers a well-balanced 


enjoy a specially prepared 
meal now and then. Special 
foods are also available for 
older dogs, overweight dogs 
and dogs undergoing severe 
stress (hunting dogs, nursing 
females, etc.). When medically 
necessary, you can purchase 
dry or canned prescription 
foods from veterinarians for 
dogs sutfering from heart 
problems, kidney disease and 
other medical conditions. 
— Feeding Times — 

It's a good idea to teed your 
dog at set times and in a 


specific place. An adult dog 
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climb the learning curve quite 
quickly. “I was able to produce a 
video for CyberJudas from story- 
board to finished output in about 
three-and-a-half to four weeks. 
That's 2 minutes and 40 seconds of 
animation,” says Athanas. 

In a strange sort of twist, 
Athanas notes that switching from 
a PC to an SGI didn't really trans- 
late into tremendous speed gains. 
That’s because Athanas and his 
crew immediately shifted toward 
more complex imagery. “Knowing 
that you can do more, you general- 
ly do,” says Athanas. “But the over- 
all difference between working on 
a PC and on an SGI is literally night 
and day. Not even night and day, 
because that would imply that 
you're on the same planet, and 
you re really in a different universe. 
The principals are the same, but 
what you can do is worlds apart. 
With the SGI and Wavefront, I can 
literally treat characters like actors 
and environments like sets.” 


Speaking of worlds apart, the 
artists at Rocket Science Games 
(Palo Alto, CA) are using their SGIs 
to create new worlds for the com- 
pany’s first two titles, Loadstar: The 
Legend of Tully Bodine and Cadil- 
lacs and Dinosaurs: The Second 
Cataclysm. Like other CD games 
under development, these titles are 
animation-intensive. And like the 
other artists, Richard Cohen, direc- 
tor of digital production at Rocket 
Science, didn’t take his choice of 
animation tools lightly. He spent 
several months analyzing high-end 
animation packages, finally choos- 
ing ProPlay Plus from SoftImage 
(Montreal). “What's unusual is that 
we're doing a lot of the work on 
Macs still and just using the SGIs 
where they shine—animation, 
color and lighting, and rendering,’ 
says Cohen. 

For modeling, Rocket Science 


artists use a program called form*®Z 
from autodessys (Columbus, OH). 
‘It’s a great model-building pro- 
gram; about 99% of our models 
were created with it,” says Cohen. 

Artists also use the Mac for tex- 
ture-map creation, notes Cohen, 
primarily in Photoshop. They con- 
vert models and texture maps to 
the appropriate format and then 
import them to the SGI. From that 
point, they’re brought into the Soft- 
Image environment, where artists 
apply the texture maps to models, 
adjust color and lighting, and, of 
course, do the animation. 

One of the main reasons Cohen 
chose SoftImage is for its fast ren- 
derer. “We're rendering scenes 
with close to 250,000 polygons, and 
we can do a frame in less than 10 
minutes—that’s with raytracing 
and shadow casting,” notes Cohen. 

Cohen also likes SoftImage’s in- 
terface. “My philosophy is that it’s 
important to find skilled artists and 
then train them in the technolo- 
gy—not the opposite. I found the 
Softimage interface to be the most 
intuitive for somebody coming 
from the art end. It’s more Mac- 
like than the others.” 

More fodder: Rocket Science 
relies heavily on texture mapping 
to create surfaces, and SoftImage 
provides fast tools for applying tex- 
ture maps, says Cohen. Plus the 
program maintains the integrity of 
texture maps as they increase in 
size. “We're not trying to do every- 
thing with color and shaders—it's 
too time-consuming, especially 
when you have to produce 80,000 
frames of animation. Some pro- 
grams get artifacts when a texture 
map gets too big,” he notes. “But 
Softimage does some sort of inter- 
polation and filtering, so texture 
maps stay together.” 

While many developers are 
clearly moving up to the worksta- 
tion-based packages, a lot of devel- 
opers still are PC- and Mac-based. 
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Most of the animation for The Horde was created using 
Hash Inc.’s Playmation. Toward the end of development, 
Crystal Dynamics bought an SGI and Alias’ PowerPlay, 
which the artists used for several scenes incorporating 
full-motion video. 


The “actors” in CyberJudas, the political-simulation 
sequel to Shadow President from D.C. True Ltd., were 
created using Wavefront’s GameWare. In this title, you 
play the president of the United States. Your cabinet of 
six advisors each has his own political agenda, plus 
there’s a traitor in your midst. This neural-net-based 
simulation has three levels of play, too, and because it’s 
based on a neural net, you'll never play in the same 
“world” twice. 


Drew Pictures (San Francisco) de- 
veloped its popular CD-based sci- 
ence-fiction game, Iron Helix, on 
the Mac using Director from 
Macromedia (San Francisco). At 
that time, president Drew Hoffman 
was running the company from his 
house. “The only custom tools we 
used for Iron Helix were these 


PRESENTING A DIGITAL PRINTER 
THAT GREATES PHOTOGRAPHIC 
QUALITY PRINTS USING A 
TEGHNOLOGY SO ADVANCED, IT 
REQUIRES NO CHEMICALS. 


The Fujix Pictrography 3000 


digital printer produces photographic 
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quality prints, only the first in a 

long line of assets. 

e 2 minutes first print, 70 seconds 
for subsequent prints. 

e Resolution up to 400 dpi. 

e Long-term image stability. 

e Vivid color. 


e Prints on paper or transparencies. 
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In ReadySoft’s Dragon’s Lair, yo 


bizarre macros that let us coordi- 
nate batch processing,” he says. 
Director worked well for Iron 
Helix, says Hoffman, who describes 
the CD title as “a bunch of movies 
logically 
sequenced 
together.” 
However 


need to know something about 
programming to get sophisticated 
action from a game. That's just the 
way it goes. But for less complex in- 
teractivity, Director puts a whole lot 
of power in the artist's hand.” 

For modeling and animation, 
Hoffman used MacroModel and 
Swivel 3D from Macromedia. For 


u play Dirk the Daring (the fellow fighting off those skulls in the 


inset). As Dirk, you encounter dragons and other unpleasantries en route to rescuing the 
delightful Daphne (large image). Now available on PC CD, Sega CD, 3D0, and soon, the Jaguar, 
the title was originally an arcade hit. Most of the work in porting this game involved separating 
the foregrounds and backgrounds of the original laserdisc images. Next year, ReadySoft will 
introduce its first title designed from the ground up, called Brain Dead. These artists’ platform of 
choice for animation? The Amiga. 


for titles with more complex inter- 
activity, such as the project current- 
ly under development at Drew Pic- 
tures (no details yet, says Hoffman), 
Hoffman prefers to work in Assem- 
bly. “If you want to do complex, ar- 
cade-style interaction—and by ar- 
cade-style, I don’t just mean shoot 
‘em up but real-time and complex 
interaction—then you need to 
work in Assembly,” he says. “But 
there are some kinds of interactive 
products that can be done quite 
well using tools like Director. It de- 
pends on the level of interactivity 
you want in the game. 

“You hear some people say that 
Director is slow,” Hoffman contin- 
ues, “but those people expect Di- 
rector to do magic. The fact is, you 
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rendering, he used the Electriclm- 
age Animation System from Electric 
Image (Pasadena, CA). Additionally, 
he used Adobe's Premiere for blue 
screening and sequencing as well 
as After Effects from CoSA (Provi- 
dence, RI) for functions like gamma 
correction and running filters. 
Presto Studios (San Diego) is an- 
other outfit using Director. Greg 
Uhler, lead programmer at Presto, 
says Director was the main soft- 
ware used to integrate Presto’s first 
title, The Journeyman Project, a 
time-travel adventure game. And 
Director will repeat that role for 
Presto’s next title, Buried in Time. 
According to Uhler, part of the 
decision behind using Director was 
financial. “When we were deciding 


what to do with Journeyman, none 
of us was rich or anything, and the 
average age was 24, so we wanted 
to use off-the-shelf stuff or pro- 
grams we already owned,” says 
Uhler. “Several of us had worked 
with Director for a couple of years. 
Plus Director lets you bring in all 
the elements you need: video, text, 
sound, stills, animation.” 


SMALL BUCKS, BIG IDEAS 


Presto may have had a small 
budget for Journeyman, but its 
artists had large ideas. Uhler says 
right from the start, the group 
wanted to create a title users could 
wander around in—a nonlinear, 
interactive adventure. “We wanted 
to let the person playing the game 
feel free to explore and interact 
and have the game account for all 
the possibilities of that interaction. 
What if the user went over here? 
Or what if he picked up this object? 
The interactivity and control over 
objects that Director provides is 
what makes it so great,” says Uhler. 

Objects are controlled via 
Lingo, Director’s programming 
language. Uhler used both Lingo 
and Assembly code to create the in- 
teractivity in Journeyman. The new 
version of Director, release 4.0, is 
even better, says Uhler, because it 
automatically compiles Lingo. “Be- 
fore, your code stayed in Lingo and 
was converted into machine code 
only when it was actually called. 
The problem is, converting to ma- 
chine language takes more time 
than running the code. But now 
there’s a compiler, so your code is 
automatically compiled into ma- 
chine language whenever you save. 
I'd say titles run about four to five 
times faster now.” 

The reason Uhler still uses As- 
sembly for part of his titles is that 
Lingo is limited in its vocabulary. 
“You re limited to what Macrome- 
dia feels you will need to do. They 
give you a lot, but there are still 
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Announcing Micrografx Designer Technical Edition. 


The best thing next to CAD. 


lt's amazing how much time you can save, 
just by having the right tools. So rather 
than use your CAD system for ini- 
tial designs, presentations or docu- 
mentation, use our new Designer 
4.1 Technical Edition. It’s got 
everything you need for technical ’ 
illustration. And none of the »| pnp d 


Precision Tools. 
29 specialized tools make quick 
work of everything from sketches 


to detailed drawings. Fully Compatible. 


Designer TE comes with 
40 import/export filters 
(including .DXF, IGES 
and PageMaker 5.0). 
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Intuitive Interface. 
Customize the toolbar 
with your most frequently 
used commands. The 
floating hint line and the 
context-sensitive “Help” 
give you constant feed- 
back on what you're 
doing. 


Powerful Presentations 
and Output. 

Use the full function slide 
show utility to create high 
impact presentations. 
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Pass your files to and from your CAD 
system with ease and reliability. Design 
with precision as tight as 1p. Create 
eye-popping presentations and 
detailed documentation. And do it 
all in a fraction of the time you're 
spending now. Hard to believe? 
Then call us on it. 1-800-937-6732. 
We'll send you a 30-day trial 
copy on CD-ROM. Free.* 
We've also got a fantastic deal 
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for those of you who own an 
earlier version of Designer. 
Micrografx Designer 4.1 Technical 
Edition. Don’t do CAD without it. 
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some things you'd want to do that aren't 
included,” he says. 

Presto artists use a host of other pro- 
grams, including After Effects for special 
effects and compositing and Premiere for 
sequencing. Most 3D modeling is done 
with form®Z. Photoshop and Painter are 
used for textures, and Illustrator is used 
for creating type and patterns. 

For rendering, Presto uses Electriclm- 
age. “Electriclmage is a broadcast-quality, 
$7000 3D package,” says Uhler. “It lets you 
bring models together as if you were 
building a room. Then it lets you set up 
lights and cameras. So it renders the 
scenes from the camera’s perspective. 
You can do morphing effects on objects 
and particle animation for something like 
a fountain. And it renders with shadows 
and everything. It runs on the Mac, and 
images take about 20 minutes per frame 
to render.” 

Slow render time is one of the frus- 
trating factors about working in 3D, says 
Uhler. Sometimes even simple tasks—like 
moving an on-screen image—can take 
what seems like forever. “When you have 
an environment like ours, with images 
made up of hundreds of polygons, it can 
take a long time to refresh the screen when 
you move a model,” he says. “For example, 
we have an entire castle exterior in one 
scene that consists of almost 400,000 poly- 
gons and takes 40ms of RAM just to open. 
Sure, computers are fast when you have 
your logo flying by on screen. But what 
about that castle?” 

And as D.C. True’s Athanas noted ear- 
lier, moving to an SGI doesn't always solve 
the problem. Yes, SGI and Wavefront give 
Athanas the ability to create more com- 
plex and amazing graphics than ever be- 
fore. But, he adds, there’s more to good 
game development than intensely de- 
tailed, beautiful graphics. “In Shadow 
President, we nuked a city: There were 
only 16 colors in that title, and the scene 
was only 16 frames of animation. But peo- 
ple loved it,” says Athanas. “Once again, it 
comes down to the art of it. It's not neces- 
sarily the tools, but who is using them. [If 
you're good] you can do a lot with what 
appears to be nothing.” G6 


1.4 GB On Single 
Optical Platter. 


isk space is something you can never get enough of — especially 
D when you're involved in color publishing, multimedia or CAD/CAM 
applications. But if you’ve got the CY-2300 optical disk drive, you can 
increase disk capacity by 1.3 GB — for the cost of a single disk cartridge. 

What’s more, the CY-2300 writes data at 2.2 MB per second. And its 
19 ms average seek time makes it the fastest optical drive on the market. 

In addition to capacity and speed, the CY-2300 gives you portability 
and reliability. And you can write both erasable and WORM platters, for 
flexibility in storing all types of documents. 

The CY-2300 features our state-of-the-art display, giving you complete 
status information, including command under execution, megabytes 
remaining, and more. 

Optical disks, which are about the size of a 5-1/4" floppy disk, are easy 
to ship and store. And they’re so durable that you can even run them 

through airport x-ray machines, without altering the data 
one bit. 

Doesn’t all of your important work deserve the 

optical advantage? 


Call now for complete information. 


(804) 873-9000 


Rock Landing Corporate Center * 11846 Rock Landing 
Newport News, VA 23606 © Fax (804) 873-8836 a 
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By Barbara Robertson 


hen Joyce Hakansson, a 
math teacher in Walnut 
Creek, California, decided 
“there had to be a better 
way to teach math,” she did some- 


thing few people in 1974 would 
have even thought of, let alone been 
able to do: She wheeled a teletype 
machine into the classroom. The 
teletype was connected to a time- 
share computer at the Lawrence 
Hall of Science. “Tt was magical,” she 
says of her first experience in using 


tien 


computers with children. “It moti- 
vated the kids to learn.” 

Four years later, in 1978, 
Hakansson convinced Apple Com- 
puter to provide her with 15 of the 
company’s earliest Apple IIs. She 


Brederbund’s Math Workshop (top) is a media-rich CD- 
ROM that offers a new way to solve problems by 
combining “old-” and “new-math” techniques. 

Below that is an image from Brederbund’s incredibly 
successful Carmen Sandiego series. First introduced in 
1985 as a game, Carmen has since found its way into 
schools and on TV. 


put the machines, loaded with 
drawing, writing, and math games, 
into a Dodge Van and began wheel- 
ing up to the local schools with her 
portable electronic classroom. 

In 1982, after helping the Chil- 
dren's Television Workshop design 
educational programs for the theme 
park Sesame Park, Hakansson 
founded a software design compa- 
ny. Now, parents wheeling shopping 
carts down retail-store aisles buy 


award-winning software from that 
» company, BLT (Berkeley Learning 
= Technology), as well as hundreds 
~~ of other software programs from 
dozens of other companies. 
When baby-boomer parents 
began buying home comput- 
ers with multimedia capabili- 
ty, they became a prime target 
for educational-software vendors. 
“Today, the technology has be- 


. ee come strong enough that we can 
Just Grandma and Me, from Brederbund’s classic Living 
Books series, was one of the first titles to offer 
interactive “hot spots” which, when clicked, cause 
something to happen on screen. 


begin to deliver some interesting 


Barbara Robertson is West 
Coast senior editor of CGW. 
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things,” says Hakansson. “The big 
question is whether the software 
is doing anything of value.” 

It's a question echoed, no doubt, 


by many well-meaning parents 
faced with what seems to be an 
endless stream of software. Warren 
Buckleitner, a former teacher and 
now editor of the bimonthly Chil- 
dren's Software Revue newsletter, 
says he received 110 new titles be- 
tween the last two issues of the 
newsletter. “We're looking at two or 
three new packages a day,” he 
states. At this rate, his database of 
educational software titles (available 
through America Online, via the 
Home PC department) will soon top 
the 1000 mark. (See sidebar on 
page 34 for an example of the form 
he uses to evaluate software.) 
Long-time successful educa- 
tional software companies such as 
Broderbund, Davidson & Associ- 
ates Inc., and The Learning Com- 
pany have seen their market in- 
vaded by game companies such as 
Electronic Arts, Sierra, and Maxis 
who have added home learning 
software to their mix of consumer 
products. Software companies 
such as Microsoft, Micrografx, and 
Claris, better known for business 
solutions, have entered this market. 
So have such entertainment com- 
panies as Disney and Paramount 
and such publishing companies as 
Dorling Kindersley Inc., Random 
House, and Simon and Schuster. 
“The ‘Big Boys’ are comin’,” says 
Lynn Luukenin of Bright Star, the 
educational software division of 
Sierra On-Line Inc. (Bellevue, WA). 
Educational software has 
scooted well beyond the nerd dis- 
tribution channel and is now firm- 


ly ensconced in mainstream 
“shop-’til-you-drop’” retail stores 
such as K-mart, Wal-Mart, and 
Toys ‘R’ Us. 

It’s delivered on CD-ROM discs 
as well as on floppies for, primari- 
ly, Macintosh, DOS, or Windows 
machines. It often has VGA graph- 
ics, animation, and stereo sound, 
and it sometimes even has video. 

For example, Where in the 
World is Carmen, Jr. Detective?, 
the latest program in the popular 
Broderbund series, has talking 
characters from the TV series. De- 
signed for kids ages 5 to 7, it in- 
cludes sound, animation, and 
icons and occupies around 450mB 
on a CD-ROM disc. By contrast, 
the original Carmen, introduced in 
1985, had 10s of data, no speech, 
no animation, and no icons and 
was delivered on five floppy disks. 

And, Davidson & Associates’ 
new studios in Torrance, Califor- 
nia, will include sound-stage and 
motion-capture equipment. 

“Tt used to be inexpensive to de- 
velop product, and there were 
high margins,” says Ken Goldstein, 
vice president of Brgderbund’s 
Publishing Group. “Now, it’s ex- 
pensive to develop product, and 
the margins are collapsing. We’ve 
got to move lots of product.” 

To move lots of product, com- 
panies such as Brgderbund, The 
Learning Company, and Davidson 
& Associates can rely on long-es- 
tablished relationships with dis- 
tributors. Other companies look 
for more novel ways to get prod- 
uct on the shelf—by taking a page 
out of Disney’s marketing primer, 
for example. | 

Sound Source Interactive, 


As the edutainment market takes off, 
developers strive to find the right 
balance between education 

and entertainment 


known for turning li- 
censed materials from 
movies such as Termina- 
tor 2, The Wizard of Oz, 

and Star Wars into screen 
savers, recently began cre- 
ating a series of interactive 
“MovieBooks” for young 
children, starting with The 

Secret Garden. “Our kids 
call them ‘boovies,’ ” says 
Vincent Bitetti, CEO. “We | 
designed them for the 
home market, but teach- 
ers tell us they'd be 
good for second-lan- 
guage students.” 

Image Smith’s licensed 
characters helped the new compa- 
ny sell 150,000 units of its first 
products, Yearn 2 Learn—Snoopy 


Designed by BLT and 
published by Edmark, Millie’s Math 
House (top) doesn’t try to hide the fact that it’s an 
educational product. In fact, the software—geared at 
kids ages 2 to 6—contains an icon for parents that 
brings up a screen of educational philosophy and 
suggestions for other projects. Directly above is an 
image from Sammy’s Science House, an Edmark 
product which offers five activities designed to 
challenge kids ages 2 to 5 to explore science concepts. 


and Yearn 2 Learn—Peanuts, in lit- 
tle more than a year. The compa- 
ny’s latest products are being built 
around Flintstones characters. “I 
see great value [to licensing charac- 
ters],” says company founder and 
president Dominique Claessens. “I 
also see the cost. But to an extent, it 
makes the product possible.” 
Claessens founded Image Smith in 
1991 after selling his graphics 
company, Aesthedes, to Bar- 
co. From 1992 to 1993, Image 
Smith developed the Yearn 2 
Learn products. “Then from 
July 93 to July ’94,” he says, “we 
became a $3.2 million company.” 
Claessens believes strongly in 
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using games to educate children. 
“We have mainly game designers 
in the office, and we bring in edu- 
cators,” he says. “Other companies 
have educators and bring in game 
designers.” 

In fact, some of the most-loved 


Better known for its business solutions, Microsoft has 
entered the children’s edutainment market with Creative 
Writer, designed to teach kids writing skills. 
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Licensed characters helped Image Smith sell 150,000 
units of its first products, Yearn 2 Learn—Snoopy and 
Yearn 2 Learn—Peanuts, in just more than a year. 


“educational” software started as 
games—notably, Carmen Sandiego 
and SimCity. 

“Carmen was not designed for 
schools,” says Broderbund’s Gold- 
stein. “It was the ‘Trivial Pursuit’ of 
geography. In 1985, Broderbund 


was not in education. Carmen 
found its way to schools by itself.” 
Similarly, SimCity from Maxis 
jumped over from entertainment 
to education. Now, Maxis is intro- 
ducing two software programs 
specifically targeted at the home 
learning market: SimTown, a ver- 
sion of SimCity for kids, and Wid- 
get Workshop, a program de- 
signed by the same group who 
designed the original Carmen. 
Meanwhile, one of the most 
successful educational software 
programs of all times (with sales of 
1.6 million copies) and one of the 
most arcade-game-like is moving 
onto game machines: Davidson & 
Associates’ Math Blaster (In Search 
of Spot). “Our roots are in educa- 


tional software,” says the compa- 
ny’s president and co-founder Bob 
Davidson. “But we've always 
viewed it as fun.” 

The game-like nature of 
today’s consumer-directed educa- 
tional software has contributed to 
the coining of a new word, the 
much-maligned but much-used 
“edutainment.” Whatever it’s 
called—“edutainment,” “home 
learning,” or “home education’—it 
seems to describe the hottest mar- 
ket happening. 

During the first quarter of 
1994, home education software 
sales reached $89.7 million—out- 
pacing entertainment software 
which totaled $81.3 million, ac- 


cording to the Software Publishing 


CSR Software Evaluation Form 


(A=Always, $.E.=Some Extent, N=Never, N.A.= Not Applicable 


, 
2 
3 
4 
5 
6 
7 
8 


9 
10 
11 
12 
13 
14 


. Ease of Use (Can a child use it with minimal help?) 

__ Skills needed to operate the program are in developmental range of the child 
___Children can use the program independently after the first use 
___ Accessing key menus is straightforward 

___ Reading ability is not prerequisite to using the program 

___ Graphics make sense to the intended user 

___ Printing routines are simple 

__|tis easy to get in or out of any activity at any point 

____ Getting to the first menu is quick and easy 

___ Controls are responsive to the touch 

___Written materials are helpful 

___Program instructions can be reviewed on the screen, if necessary 
___ Children know if they make a mistake 

__Icons are large and easy to select with a moving cursor 
___Installation procedure is straightforward and easy to do 


Il. Childproof (Is it designed with “child-reality” in mind?) 


: 
2 
3 
4 
5) 
6 
7 
8 


9 
10 


___ Survives the “pound on the keyboard” test 

___ Offers quick, clear, obvious response to a child’s action 

___The child has control over the rate of display 

___The child has control over exiting at any time 

___The child has control over the order of the display 

___Title screen sequence is brief or can be bypassed 

___When a child holds a key down, only one input is sent to the computer 
___ Files not intended for children are safe 


___ Children understand feedback, e.g., they know when they've made a mistake 
___ This program would operate smoothly and bug-free in a classroom setting 


Ill. Educational (What can a child learn from this program?) 


1 
2 
3 
4 
4) 
6 


7 
8 
9 


___The program offers a good representation of one or more content areas 
___ The graphics do not detract from the program’s educational intentions 
___ Feedback employs meaningful graphic and sound capabilities 

___ Speech is used 

___The presentation is novel with each use 

___ Offers a nice challenge range (this program will grow with the child) 
___Feedback reinforces content (embedded reinforcements are used) 

___ Program elements match direct experiences 

___ Content is free from gender bias 
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10 Content is free from ethnic bias 

11__ Achild’s ideas can be incorporated into the program 

12 ___The program comes with strategies to extend the learning 
13___ There is a sufficient amount of content 


IV. Entertaining (Is this program fun to use?) 
1 ___The program is enjoyable to use 
2 Graphics are meaningful and enjoyed by children 
3 ___This program is appealing to a wide audience 
4 __ Children return to this program time after time 
5 ___ Random generation techniques are employed in the design 
6 Speech and sounds are meaningful to children 
7 __ Challenge level is fluid, or a child can select from a range of difficulty levels 
8 __The program is responsive to a child's actions 
9 _The theme of the program is meaningful to children 


V. Design Features (How “smart” is this program?) 
1 ___The program has speech capacity 
2 ___Has printing capacity 
3 ___Keeps records of child’s work 
4 _ “Branches” automatically; challenge level is fluid 
9 __ Achild’s ideas can be incorporated into the program design in some way 
6 Sound can be toggled or adjusted 
7 __ Feedback is customized in some way to the individual child 
8 ___ Program keeps a history of the child’s use over a period of time (ongoing play) 
9 __leacher/parent options are easy to find and use 


VI. Value (How much does it cost vs. what it does? Is it worth it?) 

Considering the factors rated above and the average retail price of 

software ($44), rate this program's relative value considering the current 

software market. Consider also any extra hardware attachments required 

to get full potential of the programming, e.g., sound card, CD-ROM, etc. 
Poor Good 


©1994 CSR Newsletter, 520 North Adams Street, Ypsilanti, Ml 48197 
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Now there’s a laser printer that can get you from here > 


+ to here. 


At $8,495 the Xerox 4900 is the world’s most 
affordable high resolution color laser printer. 
Introducing the Xerox 4900 Color Laser Printer, 
the newest member of the Majestik Color Series. 
Now anyone can afford to put the productivity, 
impact, and power of Xerox Intelligent Color 
into any document, and they can do it 
from anywhere on the network. 
You get 3 PPM color and 12 PPM b&w 
output, resolution up to 1200 x 300 DPI, 
patented Quad Dot Technology, es 


Without your company ending up here> 
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Adobe PostScript 6 Level 2 compatibility, and the 
Xerox Total Satisfaction Guarantee. 

Best of all, at this price, it’s the color printer that 
won't leave you in the red. 


For more information on the Xerox 4900 and an 


actual output sample, simply give us a call at: 


1-800-ASK-XEROX, ext. WT01. 


THE DOCUMENT COMPANY 
XEROX 
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XEROX® The Document Company® Majestik Color Series, and 4900 are trademarks of XEROX CORPORATION. PostScript is a trademark of Adobe Systems, Inc. 


Open-ended, creative software that gives kids controlis 
something many companies suggest they’re offering these 
days. Davidson & Associates’ KidWorks (top) is designed to 
unleash the creative side of children, rather than forcing them 
to develop skill sets. Meanwhile, that company’s Math Blaster 


product (directly above), one of the most successful 


educational software programs of all times, is also one of the 
most arcade-like; in fact, Math Blaster is moving onto Sega 


and Nintendo platforms. 


eect 


Bright Star originally 
designed strictly educational 
software. When the company 
became part of Sierra On- 
Line, Bright Star added a 
game-like quality to its 
programs, as demonstrated 
by Early Reading (above) and 
Early Math (right). 
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Association (SPA; Washington, 
DC). The growth rate was as- 
tounding: Sales of home educa- 
tional software were up 128% 
over the same period last year. By 
contrast, entertainment software 
sales rose 36.1% for the same pe- 
riod. David Tremblay, SPA’s re- 
search director, calls it “a new 
# gold rush in the consumer 
software industry.” 

™ Does all this quantity make 
| for better quality? 

Most people, including Alison 


y Elliott, agree the software is get- 


ting better. Elliott, along with 
partner Cathy Miranker, is work- 
ing with the Computer Museum 
(Boston) to compile a selection of 
the best software for kids. Among 
her picks: Millie’s Math House, 
designed by BLT and published 
by Edmark (Redmond, WA): “It’s 
truly educational and my 2-year- 
old’s favorite.” Others include the 
Living Books series from Br@der- 
bund; Storybook Weaver from 
MECC; The Amazing Writing Ma- 
chine from Bre@derbund; and Mi- 
crosoft’s Creative Writer. Want 
more? Knowledge Adventure’s 
Magic Theatre (“It’s kind of like 
making a film”), and Broder- 
bund’s KidCuts (“My almost-4- 
year-old girl sits for hours mak- 
ing paper dolls that she prints, 
cuts out, and gives to her friends; 
we like products that extend proj- 
ects beyond the computer”). The 
Learning Company’s Treasure se- 
ries. Math Blaster (“If you are 
one of those par- 
ents 


who thinks it’s important to 
memorize, it’s a fun way to prac- 
tice, but it limits your sense of 
what a computer can do”). Put- 
nam’s Anno’'s Math Games and 
Davidson & Associates’ Cruncher 
(a spreadsheet with an attitude), 
both designed by BLT. The new 
CD-ROM-based interactive books 
from Dorling Kindersley for their 
beautiful graphics. Voyager’s 
Planetary Taxi, a CD game about 
the solar system (“It’s a great ex- 
ample of something you could do 
only with a computer, and it en- 
courages adults to play with 
kids”). For the same reason, 
Broderbund’s Myst. 

Buckleitner publishes an on- 
going list of 30 or so “safe buys” in 
his newsletter each issue. Among 
the programs that have recently 
caught his eye are Micrografx’s 
Crayola Amazing Art Adventure, 
Music Ace from Harmonic Vision, 
Bright Star’s Early Learning titles 
(“The 
where the kids are and adapts au- 


software remembers 
tomatically”), and Wiggins in Sto- 
ryland from Music Pen. Of the 
latter, he says, “We're still testing 
it, but it converted into storywrit- 
ers two boys who hate to write.” 

Music Pen’s Yee Ping Wu says, 
“We felt it was important to inspire 
children to write, not to force 
them. If you can disguise the 
learning aspect behind the fun, 
they might think they’re playing.” 

At Edmark, president of prod- 
uct development Donna Stanger 
says she doesn’t try to hide the 
learning. “We don’t do, ‘it’s so 
much fun you won't know you're 
learning.’ I think learning is the 
greatest fun.” In fact, an icon for 
parents in Millie’s Math House 
brings up a screen of educational 
philosophy and suggestions for 
other projects. 

Is there a danger, some people 
will ask, that as software be- 
comes more entertaining it will 
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You know your 

market. They want to 

be fed a steady diet of 

in-your-face graphics and 

animation. And they want it now! 

The kind of stuff SOFTIMAGE’s 

eee | | hyper-innovative software lets 

oi) \ ie | * Go you produce at the speed of 

ee \ WRN ce me: ‘ imagination. And the very same 
software that’s helping today’s 
out-front gamemakers cook up a 
whole new generation of games. 

To make sure Zach gets his 

} daily requirement of games, 

” contact us pronto. Feeding time 
iS SOON. 


SOFTIMAGE Inc., Corporate Headquarters: 3510, boul. St-Laurent, suite 400, Montréal, Québec, Canada H2X 2V2_ Tel.: (514) 845-1636 Fax: (514) 845-5676 
Sales Headquarters: 660 Newtown-Yardley Rd., Suite 202, Newtown, PA, U.S.A. 18940 Tel.: (215) 860-5525 Fax: (215) 860-6395 ©Creative Environment is 


a registered trademark of 


U.K. 44 71 287 0708 © Asia 65 538 3289 ® Italy 39 39 6057 720 © France 33 1 46 04 3300 © Germany 49 8062 7083 0 © Spain 34 1 535 2017 SOFTIMAGE Inc. 
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become less educational? As it 
turns out, that’s probably the 
wrong question. 

“That’s like asking where blue 
ends and green begins,” says Bob 
Davidson. 

“We don't perceive the two on 
a continuum,” adds Philip C. 
Rockenbach, CEO of Harmonic 
Vision. “We don’t see it as a trade- 
off. We try to keep our product 
high on both scales.” 

In fact, the most important 
things to teach kids may not be 
what parents think at all. “Many 
teachers teach using the old 
methods, the ones that worked 
for them,” says BLT’s Hakansson. 
“And many parents are tied to the 
past, too. If it’s not ABC or 1,2,3, 
they wonder if it’s educational.” 

Hakansson sees this as a “really 
huge” issue. “With technology 
comes a lot of change in the skill 
sets people need,” she says. The 
information in our heads won’t be 
as important, she believes, as the 
ability to evaluate information we 


pa neveltys 


When Harmonic Vision introduced 
Music Ace, it aimed the product 
directly at music teachers in the 
hopes that their recommendations 
would help the small start-up 
company move its product into a 
larger market. 


Session 6 
The ABC's of the Staff 
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see. “We have to become 
critical consumers of infor- 
mation, to look at things for» 
reasonableness.” 
Barbara Bowman, presi- 
dent of the Erikson Institute \S 
for Advanced Study in Child | 
Development (Chicago), says: | 
“We used to think that children | 
should be taught how adults | 
were taught, that we start with 
the alphabet, then combine let- 


jas “thes blur the sounds ses Designed for the special creative 


needs of kids ages 3 to 6 is Micrografx’s Crayola 
Amazing Art Adventure. Known for its computer graphics 
programs, Micrografx entered the educational software 
market when it formed an alliance with Binney & Smith, 
manufacturer of Crayola brand products. 


say words. 

“We’ve found there are a great 
many social attributes to literacy,” 
she continues. “If children think 
about reading and writing as 
something people do, they are 
more likely to do it. It’s the same 
(continued on page 71) 
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510-540-5963 708-467-2395 612-569-1500 
CIRCLE NUMBER 119 CIRCLE NUMBER 125 CIRCLE NUMBER 131 
Bright Star Humongous Microgratx 
(Sierra) Entertainment Richardson, TX 
Coarsegold, CA Woodinville, WA 214-234-1769 
206-962-6050 206-485-1212 CIRCLE NUMBER 132 
CIRCLE NUMBER 120 CIRCLE NUMBER 126 
Microsoft 
oe : Image Smith Redmond, WA 
415-382-4400 Torrance, CA 206-936-4159 
CIRCLE NUMBER 121 310-325-1429 CIRCLE NUMBER 133 = 
CIRCLE NUMBER 127 : 
Claris Music Pen 
Mountain View, CA Knowledge Adventure New York, NY 
415-960-2790 La Cresenta, CA 212-807-9608 
CIRCLE NUMBER 122 818-542-4200 CIRCLE NUMBER 134 
CIRCLE NUMBER 128 
Davidson & Sound Source 
Associates The Learning Interactive 
Torrance, CA Company Westlake Village, CA 
310-793-0600 Fremont, CA 805-494-9996 
CIRCLE NUMBER 123 800-852-2255 CIRCLE NUMBER 135 
CIRCLE NUMBER 129 
Electronic Arts Voyager 
San Mateo, CA Maxis Irvington, NY . ae . ’ 
415-571-7171 Orinda, CA 914-591-5500 Music Pen hopes to inspire children to write, 
CIRCLE NUMBER 124 510-254-9700 CIRCLE NUMBER 136 not force them to write, with its product, 
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the learning aspect behind the fun, they 
might think they’re playing,” says the 
company. 


WE BEAT THE 
PANTS OFF OUR 


Pn 


COMPET 


NOW WERE GOING 
TO KNOCK YOUR 
SOCKS OFF! 


AT&I PRESENTS RIO 6.3- THE FASTEST, EASIEST, MOST 
POWERFUL GRAPHICS SOFTWARE IN THE WORLD. 


For almost a century, AT&T has provided INNNOWVATIVE technology designed to help you communicate. With the new RIO 6.3, 
AT&T gives graphic artists and corporate users POWERFUL drawing tools to communicate their ideas with ease. We're talking 
about features that you can use to produce the kind of graphics commonly seen on television. Imagine automatically generating a 
shadow for any text or object and controlling the light source, intensity, and drop. How about adding filters such as emboss, 
posterize, and soften to vector images — this is THE BEST of drawing and paint programs combined! Its ability to morph and 
envelope text ii UNSURPASSED. We've even included 250 high-quality PostScript fonts to get you started. All this power and 


lightning FAST too, that’s how we beat the pants off our competition. ® The list of features goes on, but the best feature 


right now is our unprecedented offer. The first 50,000 respondents can purchase RIO 6.3 for only °99. 
RIO normally sells for $495...whoa! Better yet, you can try it FIRE for thirty days! When you see 
RIO perform, and experience how EASY this graphic powerhouse is to use, it'll knock your socks 


off! So call now and order your copy to use for FIREE. 


CALL 1-800-898-6544 


A credit card will be required before trial copy will be shipped. Offer expires November 1, 1994 
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BY JILL ALOFS 


‘or multimedia developers 
who create products that 
reuse pre-existing material 
(images, videoclips, sound), 
the process of obtaining 

proper copyright clear- 

ances for that material can 
be overwhelming and 
time-consuming. Most de- 
: velopers understand it is 
: necessary to obtain permission to 


" Use existing film clips or music, but 
are uncertain about when or how 
to secure permission for a particu- 
lar use. However if the process is 
handled properly, it is possible to 
achieve this goal without breaking 

the project budget or creating an 

on-going headache for yourself. 
There are many items to con- 

sider when clearing rights to exist- 

ing material. “Clearing” or “clear- 

ance’ means confirming that a 

pre-existing piece of material is 

available for use in a new product, 
either by obtaining permission for 
the new use or determining that 
permission is not required. The 
need to obtain permission varies 
from situation to situation, with 
each new potential reuse present- 
ing its own set of concerns that 
need to be addressed. To date, 
there are no set reuse fees or 
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need. However if all the ewan 
are not successfully obtained, 
run the risk of having an injuné 
tion placed against your product by 
a rights holder you didnt even 
know existed. So what do you do? 

One of the first things a multi- 
media developer needs to do is 
identify all the intended uses for 
the multimedia product. Develop- 
ers should look into the future and 
list not only the things they expect 
will happen with their game or 
title, but also those things they 
dream might happen to it some- 
where down the road. Once you've 
done this, you'll have a better un- 
derstanding of all your real and po- 
tential needs, putting you in a bet- 
ter position to negotiate for 
clearances. Only after all the poten- 
tial uses have been considered is it 
time to pursue the following basic 
clearance procedures. 


Identify the Clearance Concerns 

The first step in the clearance 
process is to identify those things 
that need clearances. Though this 
might seem like an easy enough 
task, it can actually be quite tricky. 
Even if you make a good-faith effort 
to identify all your clearance needs, 
it's frustratingly easy to miss some- 
thing that may later prove to be a 


costly omission. 


musicians, the music publisher, 
and the visible actors. However 
what you might fail to realize is that 
the actor jumping into the car was 
actually a stunt person who needs 
to be cleared. You might even need 
clearances from the stunt coordi- 
nator whose services were hired to 
coordinate that particular stunt. 

Or perhaps you identified the 
music publisher by talking with an 
artist guild, which gave you the 
name of the owner for the US 
rights to the music. But even if you 
obtain the rights from that publish- 
er, that won't keep you protected if 
your CD-ROM suddenly becomes 
successful and begins to be distrib- 
uted worldwide—not if the owner 
of the worldwide rights is different 
from the owner of the US rights. 

Clearly, there's much you need 
to be aware of when trying to iden- 
tify your clearance needs. When 
studying your pre-existing content 
for clearance issues, be extremely 
conservative in your approach, 
identifying every possible person 
who may have been involved with 


and =pub- — 

lishing of the 

piece. Then consult 

the applicable guilds or 

unions to verify some of the rules 
about applicable fees. Keep in 
mind, however, that the responsi- 
bility for identifying the clearance 
needs is yours. Although the guilds 
and unions are often very helpful, 
they will not review your project 
and identify the clearance issues 
for you. 


Develop a Clearance Strategy 

Once potential clearance issues 
have been identified, the developer 
needs to determine how critical it is 
to actually pursue all the clearances. 
(If you choose not to pursue a clear- 
ance, you may, at some point, have 
to defend your use of the pre-exist- 
ing work using something like the 
“fair use’ defense under the copy- 
right laws.) You also need to deter- 
mine how to locate the appropriate 
parties involved in the reuse and de- 
termine who would be the best per- 
son to contact—guilds/unions, 
managers, agents, the copyright 
owner itself? In addition, since it’s 
possible permission may not be 
granted for some material, you 


need to begin considering alterna- 
tives to that material in the event 
permission is denied. 

Finding out who to contact for 
clearances is not easy. It can take a 
good deal of research. And as men- 
tioned before, guilds and unions 
are a good place to start. For exam- 
ple, if it's an actor you need to clear 
for the reuse of a performance, you 
might start out by contacting SAG 
(Screen Actors Guild) and asking 
for the name of the performer's 
agent as well as the SAG reuse fee. 

Remember: You not only need 
to discuss the specific project reuse 
with SAG to obtain a suggested 
reuse rate in addition to the usual 
pension and health benefit pay- 
ments, but you also need to locate 
and obtain permission from the 
identified performer. SAG cannot 
give individual consent on behalf of 
the performer; you need to obtain 
that from the performer directly or 
from his or her agent or manager. If 
the performer has died, you will 
need to deal with his or her estate 


and discuss 

the project with them. 

Again, a detailed understanding and 

description of the project and its in- 

tended term, distribution territory, 

and use is essential here to ensure 
you obtain all the rights you need. 


Approaching Rights Holders 

Once you ve identified and lo- 
cated the parties you need to deal 
with, it’s time to establish the most 
effective way to present the reuse 
request. The options here might 
range from a letter to an initial in- 
formal phone call. Let's go back to 
the film clip and actor example 
and look at how you might handle 
obtaining an actor's permission. 
Let's assume SAG had an agent list- 
ing for the performer for which 
you are seeking permission and 
you are able to contact the agent 
directly. If you're lucky, you'll get a 
chance to discuss your project and 
the kind of permission you are 
seeking with a helpful agent who 
understands your needs and the 
multimedia world and agrees to 
discuss it with his/her client the 
same day. But then again, you may 
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To test your understanding of clearances, take this quiz. Are 


you really ready to undertake a copyright clearance process? 
Good luck! 


Questions 

™ You are a producer of a basketball CD-ROM game. You 

|| are reusing a clip of a professional game in which adver- 

Gane is visible on the background billboard of the court. You: 
a) Let the billboards remain, as the advertisers will be 


happy for the extra advertising exposure. 

b) Discuss the billboards with the advertisers and obtain 
their permission and possibly pay a fee. 

c) Charge the advertisers for the extra advertising they'll be 
receiving in your CD-ROM game. 


7) You are a producer of a CD-ROM game which reuses a 


“wi film clip of an actor jumping onto a building. Given the 
peuaus danger of the jump, you think the stunt may have been 
performed by a stunt performer dressed to look like the actor. 
You have obtained permission from the actor and paid the ap- 
propriate fees for reuse of his likeness. Are you done with this 
rights issue and free to move on to your next clearance consid- 
eration? 
a) Yes 


b) No 


ye" You are a producer of a CD-ROM hockey game and have 


“mi obtained permission from the game announcer, the visible 
cnache: and the NHL. You have obtained permission for each 
hockey player whose face appears recognizable in the clips. Do 
you now Call it a wrap and begin distributing the product? 

a) Yes 


b) No 


> You are producing a CD-ROM which includes music from 


“ll a classic song from the 1950s. The music is an original 
score performed by the original musicians. You intend to sell 
the CD-ROM worldwide. You have cleared the specified use 
with the publisher and all the musicians in the US and paid the 
appropriate fees. Is there any more you need to do with this 
matter, or can you move on to the other clearance issues in- 
volved with the actors appearing in the accompanying clip? 

a) You are done with the music clearances. 

b) You are not done with the music clearances. 


”@ You are a multimedia producer creating an interactive 
(i program that includes a brief excerpt of a film clip in 
which an unidentified, commonplace clown appears standing 
in the background. Does this clown need to be cleared for the 


intended reuse? 
a) Yes 


b) No 
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Answers 


If you chose: 
a) You have placed your project at risk, as the billboards 
should be cleared for this reuse. 
b) You are correct and have acted wisely by preventing possi- 
ble legal action for the appearance of the billboards in the game. 
c) The advertisers are not obligated to pay for a reuse of ad- 
vertising they already purchased with the stadium for that 
specified use and are entitled to a possible reuse fee by you for 
this usage. 


If you chose: 
a) You have exposed yourself to a possible injunction or liti- 
gation if a stunt performer was used and he becomes aware of 
this error to obtain his consent and pay him the appropriate 
residual fees. Even though the actor’s permission was ob- 
tained for the reuse of his likeness and paid the proper fees, 
the stunt performer must also be contacted for the reuse of his 
performance. 

b) You are correct. The stunt performer's permission needs 
to be obtained and an appropriate fee paid for his perfor- 
mance. 


If you chose: 

a) Incorrect. More thought is needed. A player’s number is 
a recognizable characteristic which clearly identifies the play- 
er, even if the player's face is not visible. Therefore permission 
must be obtained from and, possibly, fees paid to any player 
whose numbers and team uniform are clearly visible, even if 
his face is not. 

b) Correct. Calling it a wrap and not obtaining the permis- 
sion from players whose numbers are identifiable puts you at 
risk for possible legal action. The player's number identifies 
him and, therefore, warrants clearance for this reuse. 


4 If you chose 
a) Incorrect. You have opened yourself to possible litigation 


or injunction proceedings, as you did not clear the rights for 
this music in all the territories where the product will be sold. 
Copyright holders may vary with each territory, as ownership 
may be subdivided and owned by different people in different 
territories. You must research this matter and properly clear 
the reuse of this music for all territories. 

b) Correct. You have intended the usage for this product to 
be worldwide and yet you only cleared usage for the United 
States. You must research this matter and properly clear the 
reuse of this music for all territories. 


If you chose: 
a) Incorrect. The clown is not a recognizable actor or char- 
acter. I think you need a break from this clearance stuff. 
b) Correct. Congratulations, you didn’t fall into the old 
“clear everything that walks’ trap. 


Revolutionizing an industry happens 


once in a lifetime. Okay, maybe twice. 


hen the world asked for color, 

Canon responded with the 
revolutionary Color Laser Copier. 
Now Canon is answering today’s color 
needs with a visionary new generation 
of color solutions, the Canon Color 
Laser Copier 800 and 700. 

This new breed of copiers pro- 
duces images so sharp, so vivid, they’re 
virtually indistinguishable from the 
original. And Canon’s new copiers are 
highly productive, too. 

They make a swift seven full- 
color copies per minute on a variety of 
materials including card stock. 


©1994 Canon U.S.A.., Inc. 


Auto-feed OHP transparencies effi- 
ciently by cassette. Make multi-page 
documents effortlessly with the 
optional Recirculating Document 
Feeder and Sorter. And the Color Laser 
Copier 800 is the first color copier 
ever to offer Auto Duplexing for auto- 
matic two-sided copies. 

You can also transform these new 
color copiers into ultrafast, full-color, 
plain paper printers with optional 
print controllers and Intelligent 
Processing Units (IPUs), so you can 
make brilliant color output directly 
from your computer or network. 
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COLOR LASER COPIER.800 


For a free Color Solutions Guide 
that will tell you more about the new 
Canon Color Laser Copier 800 and 
700, as well as the rest of our color 
copier line, call 1-800-OK-CANON. 
When the rest say you can’t, Canon 
says you can. 


Canon 


not be so lucky. 

At this stage of the process, pa- 
_____tience is very helpful. The perform- 
“a s or trustees may, indeed, be 
villing to grant the consent you 
need, but at the time you contact 
them, they may be caught up in 
some other film project or they 
may be otherwise difficult to reach 
right away. Even if you are working 
under a tight deadline, it’s impor- 


tant to display a calm attitude as 
well as some appreciation for the 
concerns and initial reluctance you 
may encounter. Many people will 
need to be educated in layman's 
terms as to what your project is all 
about. They'll need a clear descrip- 
tion of how it may impact their 
performance. Remember, you may 
only have one shot with these peo- 
ple, and although you may have a 
sense of urgency, they probably do 
not share your feelings and may 
_. need to be “nurtured” a bit. 

— Starting on the clearance issues 
early helps alleviate frantic, last- 
minute situations. But sometimes 
no matter how patient and thought- 
ful you are in discussing your proj- 
ect and the consent you seek, the 
answer may still be no. In that case, 
the best thing to do is find alterna- 
tive material to use. Often this can 
be done without significantly im- 
pacting the final creative result. 


Negotiating Clearances 

This final stage of the clearance 
process—the negotiation stage—is 
one of the trickiest. At this stage, ex- 
perienced instinct is most helpful, 
as there are many items to consid- 
er—buyouts, royalties, favored-na- 
tions policies, and especially the 
possibility of receiving a refusal to 
grant reuse permission. There are 
many options in this area, and 
many considerations in- 


tainly more] 
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higher rate. 
flexible and can 
certain clip or 
piece of music, then y 
save money and negotiate for a 
lower rate. 

Another negotiation tactic is to 
obtain options for extra rights that 
you might not need now but which 
you might need in the future. For 
example, if you absolutely must 
have US rights but are not certain 
you will ever distribute the product 
worldwide and do not have anoth- 
er penny to spend right now, you 
might want to consider discussing 
an option that locks in a rate for 
worldwide rights but gives you 3 to 
6 months to decide whether or not 
you want to buy those rights. This 
will give you time to develop a bet- 
ter view of the market and see how 
your product will be received. 

The business of obtaining clear- 
ances requires thoughtful consid- 
eration. Ideally that consideration 
should be given early on in the proj- 
ect, rather than as a secondary af- 
terthought when you are about to 
market your product. 

At some point, you might also 
want to consider bringing in some 
outside expertise to help you cope 
with the clearance process. One 
source of help would be a clear- 
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ance service. Such services will ei- 
ther manage the clear S 
for you, or provide yo e 
bits and pieces of information you 
need so you can taekle the bulk of 
the process yourself. Ifyouturnto 


such a service for help, however, 
be sure they have experience in 
multimedia. Although many clear- 
nce services have experience 


be less likely to pro-- 
th the information and 
and-holding you need to eventual- 
ly tackle the clearance process on 
your own. Further, if your attorney 
contacts a rights holder, that rights 
holder may feel the need to bring 
his or her own attorney into the ne- 


gotiation process. And since that 
would be an expense the rights 
holder would have to incur, they 
might decide the cost involved is 
not worth it and just refuse to grant 
the clearances you seek. 

For those developers who are 
new to all this, the clearance 
process often can seem over- 
whelming and time-consuming. 
But if you seek help, ask questions, 
participate in the process, and ob- 
serve some of the guidelines pre- 
sented here, you may find that 
you'll be able to handle the next 
clearance project on your own. &s] 
Jill Alofs founded Total Clearance 
after developing her expertise in 
clip clearance at Lucasfilm Limited 
and LucasArts Entertainment Com- 
pany. Total Clearance (Mill Valley, 
CA; 415-389-1531) is a full-service 
company providing clearance ser- 
vices for reuse of all types of pre-ex- 
isting materials in all media. 
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WONDERFUL 
CHAOS 


A Ithough it sounds 
contradictory, chaos theory 
encompasses natural 
phenomena that appear to 
behave arbitrarily but are 
actually characterized by hidden 
order. When equations 
representing chaotic events are 
visualized via computer 
graphics, beautiful and 
unexpected patterns often 
emerge. In his latest book, 
Chaos in Wonderland: Visual 
Adventures in a Fractal World 
(August 1994; St. Martin’s 
Press), Dr. Clifford Pickover of 
the IBM Thomas J. Watson 
Research Center revisits the 
phenomenon (he has explored it 
in other books), offering readers 
a journey through an unusual Pa : : ae 
blend of science fiction, > Aa _— 8 goer 
computer graphics, mathematics, | . * =, : 
fractals, and astronomy. 
Included in the book is a 


science-fiction novella about the BO: Sela 650 Sod VBS 
adventures of two scientists Beginnings of the above-ground Latodcarfian civilization by Alisa Franklin and 
exploring a fictional world—the Gerardo Amor 


Latoocarfian civilization on 
Ganymede, one of Jupiter’s 
moons—filled with fractal 
Spiders, zinc-oxide ants, and 
mathematician creatures with 
semiconductor heads. Status in 
this fantastical society is 
determined by the beauty of the 
inhabitants’ fractal dreams. 

Pickover produced the 
images for the book using 
custom C-language programs 
on an IBM RISC System/6000. A 
sample of the images is shown 
here. Also included are 
illustrations from the book that 
were created by various artists 
who, according to Pickover, are 
interested in the melding of art, 3 . ae es ee 
science, and technology that the Beginnings of the above-ground Latodcarfian civilization by Alisa Franklin and Gerardo Amor 
book represents. Gs 
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Asteroid exploration by Beth Avary, Portola Valley, California 
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Representation of the Latédcarfian chaotic mapping 


3D representation based on spherical Lissajous curves 


Mandelbrot set representation 
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Mathematical art based on seashell growth formulas 


Julia set representation 


Julia set representation 
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Onty THE SHARP 
Line Or MuttimeDIA 
LCD Propucts 
Sowves Att YOUR wll. 
PRESENTATION NEEDS. THE NEW BOCK 


No matter what business you're in, your presentations have to video and computer presentations. With Sharp's innovative LCD 
make a powerful impact. With Sharp, the leader in LCD, you get the —_ technology, you can expect spectacular high resolution images in up 
industry standard for multimedia excellence. And, with the latest to 16.7 million true colors. All with phenomenal clarity and detail. 
breakthroughs in TFT Active Matrix technology, So to maximize your power as a presenter, 
only Sharp has so many ways to expand your 3 rely on the Sharp line of LCD products. And 
business. turn ordinary presentations into extraordi- 

Choose from a full line of multimedia LCD nary multimedia events. 

Projectors, Projection Panels and Direct View See your authorized Sharp LCD Products 
Monitors. And get the advanced features Dealer for a demonstration or call: 
that let you create dramatic full-motion 1-800-BE-SHARP. Ext. 555. 


sie es eee FROM SHARP MINDS 
LCD iial=ahieig QA-1500 With PCMCIA Memory COME SHARP PRODUCTS” 


©1994 Sharp Electronics Corporation. Simulated Screen Images. LCD Product Group, Sharp Plaza, Mahwah, NJ 07430. (201) 529-8731, Fax (201) 529-9636 
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NEw VR EXPERIENCE 
TAKES THRILL-SEEKERS 
IN SEARCH OF LOCH NESS 


Iwerks and E&S team up to create ambitious 3D adventure 


he next time skeptics sneer that the 

Loch Ness monster is a myth, send 
them to the bottom of the mysterious Scottish 
lake at the controls of an underwater explo- 
ration vessel designed to plumb the icy depths 
in search of the primordial beast. If they can 
avoid the wrath of high-voltage electric eels, 
the destructive power of swirling whirlpools, 
and the evil designs of bounty hunters also 
questing the elusive creature, they’ll not only 
encounter Nessie herself, but also save her 
offspring from destruction at the hands of 
predators, both natural and unnatural. 

This perilous journey, designed for anyone 
with a yen for exotic field trips, is now acces- 
sible at Nauticus, a new museum/theme-park 
hybrid in Norfolk, Virginia, which offers educa- 
tional exhibits, rides, and films about marine- 
related technology, many of which feature 
computer graphics imagery. Called “The Loch 
Ness Expedition,” the 3D virtual-reality-based 
experience—which was created by Iwerks En- 
tertainment (Burbank, CA) and Evans & 
sutherland (Salt Lake City)—ets visitors enter 
a custom-built mechanical “pod” and set out 
on an underwater trek filled with lifelike digital 
perils along the route to Nessie’s lair. All told, 
the ambitious installation combines six pods 
with advanced 3D image-generation hardware 
and software, along with 
digital audio systems deliv- 
ering sound effects syn- 
chronized with the images 
and vehicle movements, to 
create a unique interactive 
virtual world. 

The adventure begins 
with a brief laser-disc- 
based video that describes 
the mission: to preserve the 
legendary creature’s future 
by retrieving her eggs be- 
fore natural predators can destroy them, and to 
reach their quarry ahead of bounty hunters try- 
ing to steal them for selfish profiteering. After 
viewing the video, participants enter the pods, 


Advanced 3D 
image-generation 
tools combined 
with high-end 
digital audio 
systems create 
the interactive 
virtual world. 


To experience “The Loch Ness Expedition,” visitors enter a mechanical pod and set out on 
their mission: to preserve Nessie’s future by retrieving her eggs before natural predators can 
destroy them, and to reach their quarry ahead of bounty hunters trying to steal the eggs. 


which were designed by Iwerks to resemble the 
deep-sea probes used to explore the bottom of 
large bodies of water. The six crews are divided 
into two groups of three teams which work 
against each other to accomplish the rescue 
mission; each team sees the other two teams 
as bounty-hunter vessels, 
thereby setting up the com- 
petition for the experience. 
These mock submarines 
contain six crew stations, 
each connected to an E&S 
host computer system, 
ESIG-2000AT image genera- 
tor and accompanying data- 
base, and other hardware 
and software developed to 
create the virtual world. 

All six participants view 
the unfolding drama in 3D computer graphics 
generated in real time on a large screen that 
dominates the front of the vessel's interior. 
Lightweight polarized 3D glasses donned at 


the start of the journey enhance the screen 
images on the main screen and the small 
viewscreens. The adventure ends with a tus- 
Sle with Nessie, who isn’t aware the players 
are there to save her offspring. If the players 
successfully retrieve the eggs, the mission 
has concluded, and the participants are 
awarded a “Certificate of Achievement.” 

While the Iwerks creative team scripted 
the storyline, those who designed the “Virtual 
Adventures” technology which is used in 
“The Loch Ness Expedition” devised ap- 
proachable controls that would not intimidate 
players but would exert some control over in- 
teractivity with the virtual world. Besides 
controlling the vehicle’s progress through the 
environment, E&S engineers had to define 
dynamic variables, such as physical sensa- 
tions that occur when vehicles make contact 
with each other or with fish and rocks. Other 
considerations involved the ship’s motion 
when it enters the whirlpool or if it is immobi- 
lized by gel shot from another vessel. 
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To build the 3D polygonal models represent- 
ing primitive sea creatures, underwater flora, 
rocks, and other submersible craft, modelers 
with E&S relied on the EaSIEST (Evans & 
Sutherland Interactive Environment 
Simulation Toolkit) product. 


In addition, the team created preliminary 
drawings and models to represent the attrac- 
tion’s bevy of primitive sea creatures, under- 
water flora, rocks, and other submersible 
craft. lwerks’ concept artist Matt Codd pro- 
duced conceptual dye-marker renderings and 
guidelines for images ranging from locations 
and sizes of air bubbles to rock formations 
and fish types. 

Based on those drawings, Evans & 
sutherland’s Kellan Hatch, a senior software 


USER 


SNAPSHOTS 


Ex Machina 
Simulates Prehistory 
for Dino Island 


A computer-generated 
adventure featuring realistic 
dinosaurs, rivers of lava, and 
primeval plants is one of the 
latest motion-simulation films 
to fill the screens of lwerks 
Studios’ Turbo Ride. Produced 
by Ilwerks and created by 
artists, engineers, and digital- 
effects specialists with the 
Paris-based production house 
Ex Machina, the 4-minute 
movie, called Dino Island, 
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engineer and Virtual Adventures environment 
designer, along with a group of modelers 
began building 3D polygonal models using 
the company’s EaSIEST (Evans & Sutherland 
Interactive Environment Simulation Toolkit) 
product. Various views and scale images of 
the polygonal models were printed, and 
based on that output, texture artists created 
orthogonal texture maps of its surfaces. The 
texture maps were derived from oil and 
acrylic paintings and then scanned using a 
Sharp (Mahwah, NJ) flatbed scanner and 
placed on numerous sides of the scaled 
polygonal models. 

All of the data for the visual image resides 
in a database stored in the image generator’s 
memory. Based on positional information pro- 
vided by the host, the image generator draws 
the necessary polygons at 30 frames per sec- 
ond on the screen. The host system also pro- 
vides information detailing position calcula- 
tions and model behavior. “The database 
contains all the polygons, points, and texture 
maps, and the host says ‘Draw me a picture 
from this point of view.’ The image generator 
renders the image to create the 3D interactive 


world,” explains Hatch. 

Three vehicles are connected to one host 
system, and each has its own image genera- 
tor. (Sound is produced by Quadra 650s 
equipped with custom sound hardware.) The 
VME-based host system contains five 
processor boards, three of which use Mo- 
torola’s 68040 chip. One board initiates 
events based on programmed time intervals 
or when players push buttons, turn knobs, or 
move control sticks; a second board gener- 
ates all moving model dynamics; the third 
board controls the I/O processing duties with 
20 serial interfaces, accommodating serial 
lines to each vehicle and Mac sound system 
as well as to touchscreens and other interac- 
tive components within vehicles. 

The two remaining boards—which use 
Texas Instruments’ TM$320C031-based DSP 
chips—perform collision detection. Colli- 
sions occur when, for example, fish bump a 
vessel or vessels shoot at each other, ex- 
plains Joyce Mellus, Virtual Adventures lead 
software engineer at E&S. “When you shoot 
the immobilizing gel through the water, the 
boards tell the dynamics processor which 


required the equivalent of 200 
animator days and 18,000 
CPU hours to complete. The 
premise of the adventure is an 
exploration of a mysterious 


island recently formed by the 
eruption of an undersea 
volcano. Participants enter a 
motion-based capsule, the All 
Terrain Environmental Science 
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Vehicle, and tour a primeval 


landscape complete with 
volcanic canyons and living 
dinosaurs, all the while 
dodging fallen trees, spewing 


smoke, and a thundering herd 
of Apatosauruses. 

After creating simple models 
to work out the movements 
through the landscape, Ex 
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OmMpositor 
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0 Spectacular hyperspace 
forget to dodge the space debris. 
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polygons get hit and at what angle and force. 
Then the software computes the vehicle’s 
new position based on that,” she says. The 
collision-detection software also takes into 
account the materials involved in collisions. 
For example, if the metal surfaces of two ve- 
hicles make contact, the boards produce the 
proper sound and logical reaction. 

To control the presentation, Ilwerks de- 
veloped a PC-based Visual Basic program 
that provides windows into which a Nauti- 
cus official enters commands when the ac- 
tion is to begin. 

Overall, officials at Nauticus are pleased 
with “The Loch Ness Expedition.” “‘The Loch 
Ness Expedition’ is based on fantasy, but it’s 
also an experiment in group dynamics,” says 
Jim Myers, manager of public relations at 
Nauticus. “We looked at several VR systems, 
but ‘The Loch Ness Expedition’ appealed to us 
because it matched other things we are doing 
here. And the hybrid of education and enter- 
tainment value is what we look for.” Gs 


John Webster is a freelance writer based in 
San Francisco. 


Machina used proprietary 
software called Appia to 
animate the dinosaurs. 
According to director Jerzy 
Kular, “This software creates a 
skeletal system knowing how 
to deform itself in any position: 
The body then follows 
automatically the skeleton’s 
movements, including 
muscles, skin bending, and 
twisting.” Natural elements 
such as dust, steam, and 
smoke were added to make 
the atmosphere more realistic. 
‘ Dino Island was designed to 
play in Turbo Tour Theaters 
worldwide. 


first developed a template 
comprising fast-moving lines 
and quick flashes of still and 


EDUCATION & 
ENTERTAINMENT 
CONVERGE AT 
SONY WONDER 


A new interactive animation makes 
learning about technology fun 


nlike many of their parents, few of 
today’s children will grow up com- 
puterphobic. The opportunities available to 
kids for becoming literate in high technology 
are just too entertaining to resist. A recent 
computer animation by Dream Quest Images 
(Simi Valley, CA) serves as a good example. 
The 8!/2-minute film, created as a pre- 
show attraction for Sony Wonder, a permanent 
exhibit meant to teach kids basic scientific 
concepts in a fun way, introduces youngsters 
to the fundamentals of sound, video, and 
computers through a combination of tradition- 
al and digital animation, live action, and spe- 
cial effects. Ultimately, interactive segments 
will be incorporated as well. (Sony Wonder 
opened in May in New York City’s Sony Plaza 


different groupings of live- 
action athletes onto the 
template. The goal of the 


and is designed for kids ages 8 to 16.) 

The charter facing producers at Dream 
Quest, who worked on the project with Edwin 
schlossberg of ESI (New York), was to create 
a film that would make scientific concepts as 
appealing as possible. To do this, they used the 
character Beakman, from the Saturday morn- 
ing TV science program Beakman’s World, for 
the live-action portions of the film. Along with 
his laboratory rat sidekick, this wacky scientist 
with the bright-green lab coat gets his audience 
geared up by announcing he is going on vaca- 
tion and needs someone to learn enough about 
the lab to manage things while he is away. 

The film’s creators get kids further in- 
volved by establishing a point of view in 
which each individual becomes part of a 
learning odyssey guided by animated charac- 
ters named Bit (computers), Vid (video), and 
Sonica (sound). More significantly, the cre- 
ators have equipped each seat with joysticks 
and control buttons that will eventually allow 
for direct participation in the action at key in- 
teractive segments. At press time, these in- 
teractive segments were scheduled to be 
complete by the end of the summer. 


Studio (Toronto) running on a 
Silicon Graphics workstation, 
Quantel Paintbox (Darien, 
CT), and Colorgraphics’ 
(Madison, WI) DP/Max. 


Baby Talk 


As a rule, morphing is used to 
create a dramatic, 
exaggerated effect—a 
surrealistic transition of one 
object into another. For the 
film Little Buddha, however, 
morphing was used for a more 
subtle purpose—to get a baby 
to speak in a natural-looking 
way. 

“A baby’s face isn’t 
structured to talk,” explains 


ESPN's Tennis Open 
~ Gets a Facelift 


To create a new animated 
open for the tennis events 
airing on ESPN, Broadway 
Video Design of New York 


traveling light, orbiting tennis 
balls, and the ESPN logo. 
Technicians then created four 
versions of the open—each 
representing the various types 
of tournaments covered by the 
channel—by mapping 
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project was to create an open 
that would relay to viewers the 
power and speed of tennis but 


in a more classical style than 
most traditional sports 
openings. Among the tools 
used for the project were Alias 


Christian Hogue, special- 
effects director for Lost in 
Space, a London-based 
digital-effects and animation 
company. This makes it 
difficult to manipulate a 
baby’s lips to speak a line of 


The CADCapture Equation 


I/RAS B + I/RAS E 
MicroStation 


Eagle 5040 
scanner 


TD series 
workstation 


You don’t have to be a mathematician 
to solve the scanning equation. 


Are hardcopy revisions taking too long and costing you too much 
money? Most scanning vendors offer equations that don’t always add 
up. Intergraph’s CADCapture is a complete scanning solution that 
multiplies your drafting productivity and subtracts from your revision 
time. Figure up your investment in all those hardcopy drawings, then factor in 
the value of revising them in CAD. That equals success by anybody’s calculation! 


There is a better way! CADCapture! 
Another feature of Intergraph’s Technical Desktop. 


For more information or the number of a sales representative or Solutions Center near you, call 800-345-4856. 


INTERGRAPH 


Solutions for the Technical Desktop 
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According to Dream Quest CG director 
Patrice Dinhut, when all is in place, partici- 
pants will have three chances to interact with 
the film. The first will occur at the beginning: 
The opening image in the movie will appear 
on the 21-foot screen as a jumbled array of 
blocks, and viewers must use their joysticks 
to move blocks of the picture to a new posi- 
tion to help reconstitute the image properly 
and get the film started. 

Later in the film, you travel with Bit, Vid, 
and Sonica up a fiber-optic tube but then get 
separated and find yourself hurtling into outer 
space. Your only hope at this point is to hit a 
high-flying satellite and bounce yourself back 
to Earth. Here, then, comes a second opportu- 
nity for audience participation. The youngsters 
must use their joysticks to aim for the satellite 
on the screen, says Dinhut. “You will most like- 
ly need to control the speed and direction of 
where you are going in space,” he adds. 

Successful contact with the satellite 
Shoots you back to Earth, where you find 
yourself inside a computer. You think you’ll be 
able to manage an escape until Beakman drips 


USER 
SNAPSHOTS 


dialog without having it look comical. 
But for this serious film about Buddha, 
in which a baby must deliver a key line 
of dialog, having the sequence look 
comical just wouldn’t have been 
acceptable. 

To solve the problem, Lost in Space 
worked with Passion Pictures to create a 
believable talking baby. First they 

created a line animation that could be 
used as a guide for the movements of 
the baby’s mouth, cheeks, chin, face, 
and eyes. Then, using TMorph software 
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pizza cheese onto the keyboard and disrupts 
the circuit boards. Once again, you must get 
actively involved—this time by correctly 
pressing differently colored control buttons to 
reactivate each of the red, green, and blue 
channels of the computer monitor. 

While Dream Quest and ESI have yet to 
iron out the specific dynamics of these three 
interactive segments, they cannot realistically 
depend on a 100%-correct audience re- 
sponse to get the film to continue at each 
crucial junction, according to Dinhut. In each 
case, he adds, the film's designers will pro- 
gram the segment so some lesser degree of 
response still achieves the desired result. “For 
example, it might be that if more than 50% of 
the room push on the red button [in the third 
interactive scenario], then the red channel is 
going to come back in,” he says. 

Furthermore, kids being kids, once they 
are familiar with the film, according to Dinhut, 
they might begin to see it as more of a game 
than it was meant to be and try to push its 
limits by purposefully not cooperating. Thus 
the computer-generated interactive segments 


from 5D Solutions (London), they 
morphed the baby’s face to create the 
sequence. The ability of TMorph to 
follow the guide points set up by the line 
animation was the key to making it all 
work. With TMorph, users can warp an 
unlimited number of areas in a range. 
“We don't know of any other morphing 
software that could have provided the 
accuracy we got from TMorph,” says 
Hogue. “The morphing had to be 
absolutely convincing in order to make 
the scene work.” 


Animated characters teach kids about 
computers, video, and sound in an 
interactive film that serves as a preview to 
a larger exhibit at New York’s Sony Plaza. 


will contain some sort of override that eventu- 
ally puts the film back on course even if the 
audience fails to do so. 

In creating the animated portions of the 
film—involving Bit, Vid, and Sonica—Dream 
Quest animators needed to integrate traditional 
and digital work. Using Wavefront (Santa Bar- 
bara, CA) and Softimage (Montreal) software 
running on SGI workstations, they planned 
character movements in 3D, then passed the 
information to the 2D side of the house. This 
exchange was necessary because, even 
though Vid was created entirely in 3D, the ani- 
mators decided it would be easier to create Bit 
and Sonica in 2D. These two characters later 
went to the digital realm for inking and painting. 

Special effects, particularly camera zooms, 
contribute to transitions between segments of 
the film. To create a realistic zoom from the 
Space Satellite down to Earth, for example, 
Dream Quest took shots over New York City 
and the Sony Plaza from differing heights and 
Seamlessly “jumped” from picture to picture. 

Like the film's content, the film’s format 
represents a moving between technologies. 
Dream Quest shot the live action on 35mm film 
(4K resolution), then ended up scanning the 
film at HDTV (2K) resolution in order to match 
the resolution of the computer graphics, says 
Dinhut. This process saved Sony from having 
to make distracting switches between film and 
HDTV projectors throughout the show. 

lf it succeeds, the film should have its audi- 
ence ready to hit the exhibit floor for a little 
learning and a lot of fun. It may not be so bad 
for some computerphobic adults, either. Gs 


Gary Pfitzer is a freelance writer based in 
Boston. 


Image courtesy of Dream Quest Images 


Decorative background models 
needn't be polygon-intensive 


hen creating 3D animations or still 
images, many times it makes sense 
to include background or decorative objects, 
such as plants and trees, which are not nec- 
essarily the central focus of the scene. In 
such situations, it’s important that these ob- 
jects are detailed enough to look good, but 
it’s also important that they not add too 
many polygons to the scene, or else they'll 
complicate the entire scene and increase ren- 
dering time and file size. 

Several plug-in IPAS routines are available 
which allow users to create plants and trees for 
such projects. But if you don’t own one of these 
plug-ins, you can still include such objects in 
your scenes. 

| discovered this while working on an in- 
door architectural scene for a recent project. 
| wanted to include a feathery-looking 3D 
palm tree in my scene—but | didn’t want to 
kill my system with a huge number of ver- 
tices and faces. So | created the palm tree 
using the 2D Shaper module in Autodesk’s 
(Sausalito, CA) 3D Studio Release 3. 

When working in the 2D Shaper, | prefer to 
turn the Snap and Grid functions on because 
that helps me establish an organized working 
environment. Once | completed this step, | 
began creating the frond of the palm tree by 
choosing Create/Line and then drawing the 
basic shape of my frond (I didn’t worry about 
the specific location of the vertex and lines, 
because | would be adjusting them after | fin- 
ished creating the shape). To save time, | cre- 
ated only half of the frond erieay. 

To simplify the process of moving the 
frond into the 3D Editor—and because | 
didn’t want to create each frond leaf as a 


separate shape—lI created one frond shape 
and connected each frond leaf with a line 
representing the stem. 

Next, | adjusted the position of the frond 
by turning Snap off and selecting Modify/Ver- 
tex/Move; then | moved each vertex to the 
location | liked, taking my time to ensure 
that my frond was realistic-looking. 

Creating the second half of the frond re- 
quired that | copy the shape using the Modi- 
fy/Polygon/Mirror function. First | made sure 
to use the Tab key to select the correct arrow 
cursor—in this case, up and down arrows— 
before | completed the command; that way, 
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In the 2D Shaper, create one half of the 
frond of the palm tree by choosing 
Create/Line and drawing the basic shape 
of the frond. 
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“Turning the Snap 
and Grid functions 
on in the 2D Shaper 
module helps 

me establish an 
organized working 
environment.” 


Rete 


Create the second half of the frond by copying 
the shape using the Modify/Polygon/Mirror 
function. Then attach the two halves and 
close any open segments using the 
Create/Connect tool. 


+ 
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To fe lengthen the frond, cae it using the 
Modify/Polygon/Scale command with the 
Cursor arrows set to Left and Right. 


abt: 


To Tae the Ha curve aid drape like an 
aging frond does, move to the 3D Editor, 
select the vertex, and, using 
Modify/Vertex/Bend while in the Left 
viewport with the cursor arrow pointing 
Right and the Selected button on, bend the 
vertices 66 degrees. 


am thes oe ty Setar Create/Cylinder/ 
Smoothed and setting the values to 8 sides 
with 4 segments. In the Left viewport, 
create the tube, with a radius of 2.58, as 
close as possible to the center of the frond, 
setting the length in the Top viewport at 900. 
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the shape would mirror correctly. While hold- 
ing the Shift key during the command, | 
copied as well as mirrored the shape. Finally, 
| attached the two halves and closed any 
Open segments using the Create/Connect 
tool. At this point, | had my frond GRRE. 

Because | wanted a long, elegant frond, | 
scaled my frond 183% to lengthen it. | did this 
by using Modify/Polygon/Scale with the cursor 
arrows set to Left and Right GETREWS. Then 
| set the Shape steps level at 2, so my final 
object would not be too complex. 

At this point, | moved to the 3D Editor and 
selected Create/Object/Get Shape to retrieve 
the frond shape from the 2D Shaper. Now | 
was ready to work on the detailing that would 
make the 2D shape look more like a realistic 
3D palm frond. 

First, | chose Select/Vertex/Quad and ma- 
nipulated the vertices of the fronds slightly so 
they curved and draped down like an aging 
frond does. Then | chose the Top viewport and 
selected an entire side of the frond, three- 
quarters of the length of the individual fronds. 

Next, | selected the vertex and, 
using the Modify/Vertex/Bend command 
while in the Left viewport with the cursor 
arrow pointing Right and the Selected button 
on, | bent the vertices 66 degrees. Once the 
bottom fronds as a whole were bent, | de-se- 
lected some vertices and continued bending 
the others to give each frond a different look. | 
also used the Modify/Vertex/Move function— 
with the cursor arrow set to Up and Down— 
on some vertices near the end of the frond to 
give them a more angular look. When | had 
one half of the frond looking the way | wanted 
it to look, | repeated the steps on the other 
half. (Because | was using the Bend tool, | 
couldn't perform the function on both sides of 
the frond simultaneously without ending up 
with some really weird-looking shapes.) 

With the frond completed, it was time to 
create the stem. My stem was a simple ob- 
ject—just a long, skinny cylinder. To create it, 
| selected Create/Cylinder/Smoothed, setting 
the values to 8 sides with 4 segments. (I 
made sure to set the number of segments to 
4, as | would be bending the stem later.) In 
the Left viewport, | created the tube, with a 
radius of 2.58, as close as possible to the 
center of my frond, setting the length in the 
Top viewport at 900. Using my 2D stem 
(Continued on page 77) 
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Make rine ses of the frond aomceach 
one slightly different—by holding the Shift 
key while using the 3D Scale and Bend 
functions. Add variation to the fronds by 
deleting some of the vertices off the 
individual frond leaves. 


Using the Modify/Axis/Place fnGHON. rotate 
the fronds to their final position and place 
the axis at the bottom tip of the frond stem 
so all of the frond copies will rotate around 
that central point. Then, in the Front view, 
rotate one frond 90% so it is standing 
straight, another frond 70% or so, and the 
last frond about 45%. 


The aid RAM is a palm with a + te of 13 
fronds—consisting of only 1866 vertices 
and 2334 faces. 
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AND UNDERSTAND 


VS & dVISE 


irtual Reality Software 


dVS and dVISE - Two good reasons why Virtual Reality systems from Divison are the professional’s 
choice. Before you make any commitment to a VR system, examine the distributed, cross-platform 


performance of the most advanced VR development system, dVS, and the best VR authoring tool, dVISE. 


The unique distributed architecture of dVS ensures that you get the highest performance from today’s 
advanced multi-processor workstations, while dVISE gives you ease of authoring for sophisticated 


VR environments. 


Available for the complete Silicon Graphics family and the Hewlett-Packard series 700 workstations, 


dVS and dVISE are the most effective tools for professional VR users. 


INTEGRATED VIRTUAL REALITY SOFTWARE AND SYSTEMS FOR ANY APPLICATION 


THERE IS ONLY ONE SOLUTION — CALL DIVISION ON 1-800-877-8759 


LEARN WHAT YOU CAN DO WITH... 


PROFESSIONAL VR by p\419| (N= 


Division Incorporated, Redwood City, CA. Tel:(415) 364-6067 Fax:(415) 364-4663 Chapel Hill, NC. Tel:(919) 968-7797 Fax:(919) 968-7890 
Division Limited, Bristol, England Tel: +44 (0)454-615554 Fax: +44 (0)454-615532 
Matsushita Electric Industrial, Tokyo, Japan Tel:(+81) 3-3435-4556 Fax:(+81) 3-3435-4558 
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COPYER CO. Mitaka-shi, Tokyo, Japan 
has been awarded the ISO 9001 Certificate, 
the international standard for quality systems. 


Certificate No 9301 92 


Since 1923 


You Know Us For Our High-Quality Copy Machines 
Now See What Else We Can Do 


Over the years our continued commitment to 
developing the best possible copy machines has 
made us a leader in this field. Now we'd like to 
introduce our first Bubble Jet plotters, the SR-700 
Series. Designed to meet your output needs, these 
wide-format plotters offer high-quality output and 
user friendly operation, all for a fraction of the cost 
of other methods. 

The SR-700 Series delivers resolutions as high 
as 360x360 dpi — considerably higher than other 
ink jet methods. And, unlike conventional pen 
plotters, they can effectively reproduce both lines 
and large area fills. Plus with user-friendly 
operation — simplified maintenance, reduced 
waiting time, quieter operation, convenient 
computer and software compatibility, and large 
memory — these plotters will make the ideal addition 
to any working environment. 


SR-7OOD SR-7OOE 


SR-700E (A0/E-size model), SR-700D (A1/D-size model) @ Print technology: Bubble jet ink on- 
demand @ Media size: SR-700E: AO-A4, B1-B4 (ISO); SR-700D: A1-A4, B2-B4 (ISO) @ Media 
type: Plain paper, Transparent, Translucent, Bond, Vellum, Polyester film @ Resolution: 360 dpi 
@Plotting speed: approx. 4 min. (A1/D-size); approx. 8 min. (AO/E-size) @ Memory: 4 MB (Max. 
16 MB*) @Data format: HP-GL, HP-GL/2, PCI], CCRF, CALS G4 @ Interface: Centronics, RS-232C 
@ Power consumption: Max. 75W@ Acoustical diffusion: Less than 54dB @ Weight: SR-700E: approx. 
23kg; SR-700D: approx. 19kg *Optional 


Continuous research and improvement may result in specifications or appearance change at any time. 
* HP-GL and HP-GL/2 are trademarks of Hewlett Packard company. ** PCI and CCRF are registered trademarks of Calcomp Inc. 
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COPYER CO.,LTD. No.3-3, Shimorenjaku 6-chome, Mitaka-shi, Tokyo 181, Japan Telex: 2822-313 COPYER J Fax: 0422-44-1400 Tel: 0422-47-7151 
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LIGHTS, GAMERA, GAPTURE: 
DESKTOP VIDEO !S AT 
YOUR FINGERTIPS 


Mastering installation, however, can be tricky 


Wy": digital video on the desktop is 
a relatively new phenomenon, it 
has undergone some significant improve- 
ments since its inception. Most notably, you 
can purchase an add-in board that will per- 
form JPEG compression on the fly for about 
$1000. At this price level, more of you may 
want to give video on the desktop a spin. But 
where do you start? 

Choosing a board is a good place. | 
picked Orchid’s Vidiola Premium for the PC: 
It’s reasonably priced at $900; can 
capture/compress, overlay, play back, and 
output video; and offers on-the-fly Motion 
JPEG compression via a daughtercard (in- 
cluded in the cost). 

Now comes the hard part—installation. 
When adding hardware to your system, there 
are several potential problems that you must 
keep in mind from the 
Start. One is the dreaded 
IRQ (interrupt) conflict, 
which occurs when more 
than one add-in board 
tries to use the same IRQ 
number. Similarly, you 
may find a conflict in 
your system’s base ad- 
dresses or addressable 
memory ranges (oftentimes, add-in boards re- 
quire that a chunk of memory be blocked off for 
use during operation). 

To avoid these potential conflicts, it helps 
to keep your documentation handy. The Pre- 
mium uses one IRQ (the handbook outlines 
four possibilities) and one base address (ei- 
ther 700H or 600H). There are also several 
choices for memory ranges, depending on 
how much physical memory your system has. 

But before trying to assign anything, | 
Suggest you make a list of your system’s 
Current interrupt/address usage. For exam- 
ple, the Sound Blaster almost always uses an 
IRQ of 5—so jot that down. A good way of 


Vidiola’s. 


Be sure to make a 
list of your system’s 
current interrupt 
and address usage 
before assigning 


scanning for IRQ usage is a utility that 
comes with Microsoft DOS and Windows 
called MSD (Microsoft Diagnostics). It’s 
simple enough to use: Just type MSD at the 
DOS prompt and follow the directions. Al- 
though this program will undoubtedly miss a 
few assignments, it’s a good place to start. 
Compare these findings with the documenta- 
tion for your sound card, SCSI controller, and 
any other add-in cards you have installed. 

Once you determine which locations you'll 
use, you must place jumpers to set the IRQ as 
well as base address. For those who aren't fa- 
miliar with jumpers, they are little black pegs 
that act as crude on/off switches. Your docu- 
mentation shows you exactly how to set these. 
(Note: Most cards don’t use jumpers anymore, 
but rather can be set up via an on-screen rou- 
tine.) You also must set the base-address 
jumper on the JPEG 
card; the manual outlines 
this setting as well. 

Now for the actual 
card insertion. Before 
doing anything else, | 
unplugged the computer 
and put on my ground 
Strap. The Premium is a 
full-length, full-height 
card, which can be a problem in today’s 
high-powered systems, because overdrive 
sockets and cooling fans can get in the way. 
Additionally, the card makes use of my VGA 
card's feature connector, requiring that | in- 
sert the Premium next to it (I had to rearrange 
some of my existing cards to do this). Before 
installing the Premium, | connected the fea- 
ture connector—an internal ribbon cable—to 
the Premium. Then | carefully pushed the 
board into the empty slot, securing it with a 
screw. Next | connected the other end of the 
feature connector to the VGA card. 

The Premium uses a “loop-thru” cable to 
connect your VGA card and the Premium to 


‘Fgues 122 


Yidiola Configuration 


i 
In the configuration panel, choose 
Hardware. Then check your various settings 
to make sure they match your jumpers. 


your monitor. First, disconnect your VGA 
card from your monitor. Then attach the 4- 
inch cable to your VGA card and plug that 
into the Premium. Finally, plug the Premium 
into your monitor. By using this set up, your 
system can bypass the Premium when not in 
use, allowing you to run in higher resolutions 
than those supported by the Premium (de- 
tailed later). | 

Orchid’s ae also comes with a port that 
allows for input/ouput of S-VHS video. This is 
installed by removing an empty cover plate 
from your computer’s backplane and re-cov- 
ering the hole with a port (provided by Or- 
chid; it simply screws on). A small 5-pin 
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cable connects the port to the Premium. 

With the cards in place and secure, | con- 
nected the cables from my VCR to the Premi- 
um inputs and back out to a small TV. Then | 
plugged in my system again and powered up. 
(It is usually a good idea to leave the cover 
off, in case you need to go back in to make 
jumper changes.) 

With the manual part of my installation 
over, | turned to the software controls. As | 
Stated before, the Premium requires that you 
block off a range of memory for its usage. 
How much you block off depends on how 
much physical memory you have in your 
system. The documentation provides you 
with the details: Basically, you have one 
range of choices if your system has less than 
8MB of memory and another range if your 
system has more. To set your range, press 
F5 at the DOS prompt; this lets you boot your 
system without loading any drivers, which 
could potentially conflict with your Premium 
set up. Next, type “c:edit_config.sys.” This 
loads your config.sys file. Find the line that 
reads “emm386.exe” and add to it 
“ X=E000-E800,” or whatever range of 
memory you blocked off. (My entire line read 
“emm386.exe_x=E000-E800.”) You have to 
reboot to let the changes take effect. 

Next, | ran Windows setup to ensure that | 
was running in the proper resolution. The 
Premium can run at 640x480 with as many 
as 64K colors or 800x600 at 256 colors; | 
chose the former. Starting Windows, | pro- 
ceeded to install the drivers and software 
needed by the Premium. These include the 
capture and compression drivers as well as 
drivers for Adobe’s Premiere and Asymetrix’s 
Compel PE, both of which ship with the Vidi- 
ola Premium. You can install these drivers 
from Windows’ Program Manager. Once 
again, you must exit and restart Windows to 
let the Premium initializer engage. 

At this point, | was presented with a pro- 
gram group containing the card’s utilities. 
First | double-clicked on the configuration 
icon, which would let me check if the hard- 
ware configuration matched my physical 
jumper settings. A control panel appears, 
displaying a read-out of all your settings, in- 
cluding IRQs and base memory addresses 


Grticeme ed. Vy settings were fine, but if 
your settings aren't, simply change them on 
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crop your video using the X and Y 
coordinates. 


Figure 4 


The Premium ships with Adobe’s Premiere, 
which includes a utility for capturing video. 
Try capturing at several settings to find the 
right compression ratio for your needs. 


Once you save your file in the AVI format, 
you can import it for editing into Premiere. 


In the Alignment box, you can position and 


screen. | also adjusted the base memory ad- 
dress, because it didn’t match how | had 
configured the jumpers. (Note: Just because 
you set a jumper for a particular setting does 
not mean the software will automatically ad- 
just to that setting. That’s why you have to 
check these configurations.) 

Turning on my video equipment, | insert- 
ed a cassette and pressed Play. In the con- 
figuration control panel, | turned on the Live 
Video setting (a simple mouse click); this 
produces a 210x160 window of video. Al- 
though | was running in only 256-color 
mode, the overlay was actually at broadcast 
resolution; that’s because in this mode, the 
video bypasses the computer system and 
outputs directly to my monitor. If no video 
was produced or my system had locked, this 
would have indicated a conflict in either my 
IRQ setting or my base address. 

| then selected the Picture button to adjust 
my brightness, contrast, saturation, and hue, 
which are all adjustable via slider bars. Next, | 
pressed the Align button, which brought up a 
dialog box with options for X and Y positioning 
and cropping (from left to right and top to bot- 
tom) (QRIMREE]. To avoid “tearing” your 
video, the top and bottom cropping values 
must equal 480 (top “minus” bottom). (Note: 
The number 480 is actually an arbitrary figure. 
It has nothing to do with resolution—Orchid 
just decided to use it as its “base” value.) 

Last but not least, | selected the Super 
Zoom configuration box and enabled accelerat- 
ed video playback through the Premium. If run- 
ning video compressed with any codec other 
than JPEG, this acceleration will not work. 

Once satisfied with my settings, | closed 
the control panel and was ready for the final 
Step prior to capturing. But before proceed- 
ing, | want to stress how important it is to go 
through all of these previous steps. If you 
just proceed directly to capture, you could 
lock up your computer if any of your settings 
are off. Exiting Windows, | ran MS Defrag to 
free up aS much hard-drive space as possi- 
ble. This makes for cleaner capturing and 
lessens the chance for lost frames. At the 
DOS prompt, type “c:defrag c:/f/b.” This will 
defrag all of your C drive and reboot your 
system afterward. 

As stated earlier, Adobe Premiere comes 
with the Premium. One of Premiere’s utilities, 


New Caligari trueSpace™ for Windows™ enables graphics, multimedia, video and design professionals 
to create advanced 3D graphics easily. trueSpace is a complete, integrated 3D production environment, 
offering organic modeling, fast photorealistic ray-tracing, and broadcast-quality animation. 


“The most impressive 3-0 graphics program | ve ever seen. 


—Fred Davis, Windows Sources, 6/94 
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called Adobecap, acts as your main capturing 
platform. This unobtrusive-looking utility in- 
cludes a preview screen and control panels. It 
is here that | chose my compression ratio, 
video length, and audio options. (The Premium 
cannot capture and compress audio, but it can 
sync audio with video.) 

Figuring out which compression settings 
are right for you may take some experiment- 
ing. “Acceptable quality” is a highly subjective 
issue. You choose your compression ratio via 
a Slider bar or by entering a number (from 1 to 
245). Although you can’t enter a compression 
ratio directly, the dialog box displays an ap- 
proximate compression ratio for your settings. 

| found a good rule is to capture a few 
seconds of video at three separate compres- 
sion ratios—low, medium, and high—and 
then choose from those. This tends to provide 
you with a range of examples that trade off 
quality for hard-drive space. Consider the fol- 
lowing example. Capturing 5 seconds of 
video (no audio) at 30 frames per second in a 
320x240 window using a quality setting of 


245 (approximately a 10:1 compression ratio) 
will result in a file that is more than 3MB in 
size. The same file, but with a quality setting 
of 185 (about a 27:1 ratio), will produce a file 
that is only 1.1MB in size—albeit, at this set- 
ting, you may start to see “pixelation” or a 
“boxy” effect. Because my videos have a lot 
of movement, | found that a setting of 221 
(about an 18:1 ratio) would achieve the great- 
est balance of space and quality, creating a 
file of a mere 1.58 ETRE. 

The actual process of capturing video is 
fairly simple. In Adobecap, click on the Cap- 
ture button and then the Start Capture button. 
lf all goes well, you should be able to view 
what is being captured in real time. | was 
quite surprised to note that, during capture, 
there were no dropped frames—a problem 
that typically plagues video. You can tell 
whether or not frames are dropped via a dia- 
log box that shows the ongoing count as 
frames are captured; a byline to this screen 
ticks off dropped frames. 

When finished with this step, the Mediaplay- 


From head to toe, 
we cover all the motions. 
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er comes up and gives you the option to view 
and/or save the new film. Although you techni- 
Cally are saving to your hard drive during cap- 
ture, the video is in an unusable format; when 
prompted with the save option, you can save 
the clip as an AVI file. 

Once in the AVI format, | can bring my video 
into Premiere for editing GRRE. In Pre- 
miere, | can choose from a number of options. 
One output option that is particularly handy is 
Print to Video. This choice lets me send my 
completed movie back to my VCR. This is use- 
ful when creating home movies, music videos, 
or “video magazines.” You also could embed 
these AVI files into documents, presentation 
software—anything that’s OLE-compliant. 

The possibilities for desktop video seem 
endless as technology progresses and costs 
diminish. Affordable digital video is here and 
waiting for you to give itatry. Gs 


Dean Oliver is a freelance consultant and writer, 
based in Pesotum, Illinois, who specializes in 
computer graphics and desktop video. 


or tracking head and body motions in 
character animation, biomedical, and virtual 
reality applications, Flock of Birds™ is the 


six degrees-of-freedom measurement product for 
you. With features that make your job easier- fast 


ie 


measurement rate, simultaneous tracking of up to 
29 points, fastest dynamic performance available 


for tracking multiple points, no body blocking, 
proven long-range operation, free interface 


software. 


Flock of Birds, selected by industry leaders such as 
ALIAS, AUTODESK, SOFTIMAGE, and WAVEFRONT 
for bringing human motions to their special effects 
characters, is the tracker to animate your next 
project. Call for details on our no-cost evaluation 


program. 


Ascension 
Technology Corporation 
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q Which of the following best 
" describes your business or 
industry? 
01 [__] Software/software development 
03 [| Consulting 


06 Automotive, aerospace, machinery, industrial 
equipment, process & other manufacturing industries 


Computers, peripherals manufacturing & systems 
07 L) building 


09 Cl VAR's, VAD’s, systems integrators, dealers, distributors, 
& system houses 


Financial (including banking, real estate, insurance 
oC) & brokerage} 


14 [J Distribution (including wholesale, retail, restaurant & 
food chains); Transportation (including rail, bus, marine, 
shipping, auto rental, airline, trucking & air freight) 


16 Ea Utilities, pipelines, communications & common 
carriers 


Personal & business services (including medical, 
co legal & accounting 


19 [] Business services (including printing, publishing, 
O advertising, graphic design & design studios) 


2) Video production {including television/motion picture 
O production, video production & desktop video) 


22 [__| Scientific & educational research 
24 {| Government/military (federal, state or local) 


Non-manufacturing industries {including exploration, 
26] mining, drilling, agriculture, forestry and fishing) 
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9 Which of the following best 
" describes your title or occupation? 


A CJ Corporate management 
B A Design/Engineering management & staff 


C [_] Production/Plant operations management 
D [_ | Data processing management & staff 

G [_| Creative/Graphic design/Animator 

H_ [_| Marketing 

| [__] Consulting 

J [_] Other (please specify) 
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f you work with video, both capturing 
video and transferring animations to tape, 
Matrox’s Animation Xpress (that’s MAX to 
most) can phenomenally increase your pro- 
ductivity. MAX is a two-board set—Matrox’s 
Illuminator Pro videographics board and 
Rapid Technology’s Studio Xpress motion 
JPEG board—coupled with some great soft- 
ware from Drastic Technologies. All together, 
you get a system that can capture/compress 
JPEG video as well as compress and output 
animations from disk directly to tape. 
| should state right up front that you'll 
need much more than just the MAX system. 
You must have an EISA-based PC; the Xpress 
board needs that kind of throughput to 
achieve its compression rates. You also need 
one of Adaptec’s EISA 174x or 274x series 
of SCSI Il hard-drive controllers and a hard 
drive from Seagate’s Barracuda SCSI Il se- 
ries. This easily brings the cost of your over- 
all system to $8000. For me, it’s still well 
worth the price. But cost-justification is 
something you have to consider for yourself. 
| can't begin to tell you how much time | 
save with my MAX. All 
right, let me try. As a com- 
puter animator, | have been 
interested in finding an al- 
ternative to the excessively 
slow process of transfer- 
ring animations to video 
by doing single-frame 
recording on VIRs. Each 
frame typically can take 12 
to 20 seconds to record. 
And because’ VIRs 
weren't really meant for single-frame record- 
ing but, rather, for editing several seconds of 
video at a time, the technique can cause ex- 
cessive wear and tear on your equipment. 
Now | can use MAX to record frames ren- 
dered from my animation package directly to 


“Using a VTR, it took 
12 to 20 seconds 
per frame to record 
my animations; 
using MAX, it takes 
2 to 3 seconds.” 


Matrox Electronics 


Saving time was just one of the benefits the author garnered from using MAX to create this 
30-second spot for a client. MAX also gave him great feedback and quality output. 


hard disk in the form of a JPEG file—and, on 
average, it takes only a few seconds per 
frame. Then | can play back my animation in 
real time and at full resolution through the Illu- 
minator Pro to a video monitor and/or a VTR. 
Backing up a bit, | did 
run into some trouble dur- 
ing installation. The two 
cards that make up the 
basic MAX set required a 
bit of card-shuffling: The Il- 
luminator Pro (which actu- 
ally uses an ISA bus slot) 
must be adjacent to the 
Xpress JPEG board (which 
is EISA-based); that’s be- 
cause there is a connector, 
called the Movie Bus, that ties the two togeth- 
er. Setting the IRQ was easy enough (you 
don't have much of a choice), but mapping 
the memory was tough. My problem 
stemmed more from the fact that | had an 
older graphics board in my system with few 


memory-mapping options. Basically, | took it 
out and stuck in another board from another 
system, and everything was fine. 

After installing the MAX software, a pro- 
gram called Profiler automatically ran to deter- 
mine the compatibility and speed of my com- 
puter and hard drive, check its data throughput, 
and write a configuration file, which would be 
used to calculate the lowest possible JPEG 
compression ratio for each frame of a file. 
When writing a file to tape, you can’t control 
the JPEG ratio; the software automatically 
Shoots for the highest quality possible. If you're 
using MAX to capture and compress video on 
the fly, however, you can determine the JPEG 
ratio via slider bars. | actually talked to Matrox 
about adding slider controls for writing to tape 
as well, and reportedly, that will be included in 
the next MAX revision. 

When | first got my MAX, | had been 
working on three sets of 30-second televi- 
sion spots for a client. So | immediately put 
MAX to work on recording the 2500 frames | 
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had rendered for the project. On my single- 
frame VTR, it took more than 9 hours to 
record these spots. MAX compressed them in 
just more than 2 hours, or approximately 3 
seconds per frame. 

The resulting JPEG file was about 312MB, 
down from what originally was 2.5GB. Natural- 
ly, | was concerned about the quality. | also 
wondered if my system could handle the play- 
back. But to my delight, | found full-screen, 
720x486 resolution on my monitor. As for 
whether or not you can achieve broadcast 
quality, that, again, depends on how you—and 
probably more importantly, your clients—de- 
fine broadcast. | know for some applications, 
MAX would not produce video of high enough 
quality. But for the client for whom | did those 
commercials, the quality was just fine. 

The main software you use to control MAX 
is called MAX-edit, and it has an easy-to-un- 
derstand, Windows-like interface. This soft- 
ware lets you control such functions as for- 
ward, reverse, and variable-speed playback. 
MAxX-edit acts as your interface for real-time 
video capture, too. 

You also can create an edit decision list 
(EDL) using MAX-edit, and you can set in 
and out points in your JPEG files. Currently, 
only hard cuts are supported, but the next re- 
lease should allow for fades. Another nifty 
feature: MAX comes with 3D Studio support 
in the form of a VIR driver, so you can ren- 
der to disk using MAX without leaving 3D 
Studio. There is similar driver support for 
CrystalGraphics’ TOPAS, too. 

Drastic Technologies (Toronto), principal 
developer of the MAX software, has quite a 
bit planned for the next revision (due to ship 
this fall). The update is scheduled to support 
Such features as twin hard-disk arrays, en- 
hanced EDL features (including import/ex- 
port of CMX files), and support for PAL. 

But let’s face it: When purchasing a unit 
like MAX, it’s important to consider carefully 
the part it will play in your production studio. 
For me, the quality of MAX’s final output is 
excellent, and the product is easy to use and 
has saved me hoards of time. I'd make the 
investment again in a heartbeat. Gc 


John Tissavary is president and lead anima- 
tor of Luna Cie Inc., a San Francisco-based 
firm specializing in digital animation for 
broadcast, film, and multimedia. 
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A’ most of you know, the world of 
computer video has been character- 


ized by small, imperfect movies. | wish | 
could tell you the new re- 


Windows—is more than a set of features that 
enable users to get a particular job done. It is 
inherently part of the platform upon which ap- 
plications are built. And in the case of Quick- 
Time, lots of different video applications are af- 
fected by this upgrade. 

The first thing | discovered about Quick- 
Time 2.0 is that its new “DataPipe” (Apple’s 
term for describing QuickTime’s data 
throughput), which was designed to improve 
movie performance, only affects playback. 

That’s not insignificant by 


lease of Apple’s Quicktime Apple’s latest any means. But don’t think 
2.0 will bring these prob- yersion of that, as a result of the up- 
lems to an end, but it : Z grade, you'll get better per- 
won't. However QuickTime QuickTime formance when digitizing 
2.0 will make things bet- increases video movies. | digitized video 
ter—at least for Macintosh throughput for footage with the built-in hard- 
users. (Apple does have a ware on a Quadra 840AV and 
Windows version of Quick- P lay back, but not got virtually the same results 
Time, but to the best of my for capture. with QuickTime 1.6 as | did 


knowledge, it hasn't been 
upgraded yet.) 

Reviewing a system software extension like 
QuickTime is different than reviewing an appli- 
cation. QuickTime—like Microsoft's Video for 


x* Tools has pioneered the art of 


wild image manipulation and special 
effects for a few years now. 
But until recently, its soft- 
ware was available only for 
high-end Silicon Graphics 
machines. Now Xaos Tools 
has brought its powers to the 


mirroring, 


Terrazzo uses 


rotation, and 
duplication to 


with 2.0. 

However the improved playback perfor- 
mance will immediately benefit CD-ROM de- 
velopers, who now can take more advantage 
of the capabilities of those drives. That’s be- 


it to create a kaleidoscopic type of effect. 
Granted, Terrazzo’s usefulness is somewhat 
limited: If you create a lot of wallpaper-type 
backgrounds, you'll find it indispensable; if 
not, then you may not care. Personally, al- 
most everything | do has some kind of back- 
ground, so aS you might imagine, | think Ter- 
raZzo is great. 

First off, | like the fact that Terrazzo is a 
plug-in: | can procedurally apply textures over 
images and experiment with dif- 
ferent looks quickly, because | 
don’t have to leave Photoshop. 
With stand-alone packages, you 
have to create a texture, render 
it, import it, and then apply it to 


masses—Macintosh users, create your image before you have any 
to be exact. Pe : idea how it will look. (Terrazzo 
The tool | played with is aleldOscopic can work with any other pro- 


Terrazzo, an Adobe Photo- 
Shop plug-in that generates 
textures and patterns. Ter- 
razzo builds its patterns from a source 
image as opposed to starting from scratch. 
Basically, you're taking a piece of an image 
and then mirroring, rotating, and duplicating 


images. 


patterns from 


gram that is compatible with 
Standard Photoshop plug-in 
modules, such as Adobe’s Pre- 
miere or Fractal Design’s Painter.) 

Using Terrazzo is easy enough. There’s 
your main window, which contains your 
source image (the image from which you 


Short-sightedness is everywhere. Often 
because management doesn’t stick around long 
enough to feel the later bite of its short-term 
cost-cutting strategy. 

The fact is, In the long run, adver- 
tising creates higher profits. A recent 


The Board of D Ir ector > study by the Advertising Research 
SAYS, “We need ie) set Foundation and the American 


Business Press proves it. After 


eCarmmings Up. Cut the 16 months of advertising, 
advertisins.” 


~~ ™= ‘4 Fone 
NN product 
advertised 
at low levels 
saw a 54% 
increase 1n 
profits. And 
when adver- 
tised at high 
levels, profits 
soared by 295%. 
— Moreover, the 
equity of a brand 
built and sustained 


| by advertising can 


add tremendously toa 
company s capital value. 
. Cut the advertising and you 
just may cut off your brand’s 
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cause QuickTime 2.0 does a better job of 
managing the processor load during movie 
playback. As a result, CD-ROM users can 
play back larger-size movies with higher data 
rates, and the movies will play more smoothly. 

How much has playback improved? Off a 
CD-ROM, I’m talking a 50% jump in perfor- 
mance. To test this, | played a movie off a 
CD-ROM under both QuickTime 1.6 and 2.0. 


build the pattern) and a preview window 
(which I'll detail in a bit). Then you have a 
small but essential set of controls. 

The theory behind how Terrazzo creates 
textures, however, is a bit more complex and 
interesting. The patterns you create are based 
on 17 symmetries, which are named after 
common American patchwork-quilt patterns. 
Symmetries also have actual mathematical 
names, such as p4m, but the quilt names, 
such as Sunflower, are easier to remember. If 
you want more infor- 
mation about the 
symmetries, you can 
find it in the manual, 
which clearly ex- 
plains their charac- 
teristics and how 
they form patterns. 
Knowing the theory 
behind the symme- 
tries may seem like 
overkill, but | found it 
helpful in under- 
Standing how to use 
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= | QuickTime 2.0 now 

= | supports MIDI, the 
standard interface 
| format used to 
=a address music 

= synthesizers, and 

Timecode ____~} | SMPTE time code, the 
standard used by 
video professionals for 
frame referencing. 


It was a single-speed CD-ROM drive, so the 
data-transfer rate was 150KB per second. 
The movie was compressed with Cinepak at 
240x180 pixels, 12 frames per second. Under 
QuickTime 1.6, my Quadra dropped frames 
and chunks of sound; under QuickTime 2.0, 
the movie played flawlessly. 

Larger movies also will play back without 
hardware acceleration, capping off at about 


them. You actually choose a 
symmetry via a pop-up menu in 
the Terrazzo dialog box. 

One of the features that makes 
using Terrazzo such a pleasure is 
its continuous preview, which lets 
you see your pattern in real time 
while working on it. The preview is 
in a window to the right of your 
source image. Using the preview, 
you can see how a portion of your 
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320x240 at 15fps. Performance will vary ac- 
cording to your system’s CPU, display card, 
and I/O bandwidth, not to mention whether the 
pixel depth of your movie is 8-, 16-, or 24-bit. 

You can get even larger-size movies using 
the updated MoviePlayer (an application that 
accompanies QuickTime), which includes an 
option for pixel doubling; in some cases, 
such as a 320x240 flick, this brings the video 
to full screen. On the downside, you do suf- 
fer the penalty of graininess when you double 
pixels, and not all systems will have enough 
power to handle these pixel-doubled, full- 
screen movies. The bottom line? If you want 
flawless full-screen, full-motion video, you 
need hardware compression and a hard drive 
capable of accommodating sustained data 
rates upward of 3.5MB per second. 

Beyond CD-ROM producers, QuickTime 
2.0’s improved data throughput should also 
benefit those planning to incorporate video 
on networks. MPEG developers will find a 
new source for their applications as well, as 
QuickTime now supports MPEG playback. 

Another interesting new feature of QuickTime 
2.0 is its support for MIDI, the standard interface 
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The image of this car was used by the 
author as the source for creating the 
surrounding boundary. The four example 
patterns also were created using the car 
image as the source. As you can see, 
the possibilities for creating patterns— 
even with just one source image—are 
almost infinite. 


(Terrazzo) image will look if a particular sym- 
metry is applied via a feature that Xaos Tools calls 
“motifs.” Each symmetry has a motif: a three- or 
four-sided tool that lets you select a piece of your 
image; you can make the motif smaller or larger 
to include more or less of your image as well. 
The portion of the image inside the motif is the 
piece that is tiled or repeated when the symmetry 
is applied. There are simple symmetries—ones 
that only rotate an image to create a pattern—and 
complex symmetries, which mirror and rotate an 
image in varying ways. 

As you move the motif over your image in 
the main source window, you'll see how the 
resulting pattern will look in your preview. How 
quickly the preview gets updated depends on 
a number of factors, including which motif 
you've chosen as well as how large you’ve 
made the motif. | work on a Mac Quadra 
840AV with 16MB of RAM, and to me, the 
continuous preview was quite impressive. 

Another feature | particularly like is feath- 
ering, which blends the tiles within a pattern 
to create a smoother look. Terrazzo displays 
the feather boundary—how far out from the 
motif the feathering will occur—on your 
source image. 

You can open a different image to use as 
your source, but it will replace your current 
source image. Additionally, you must be work- 
ing in the RGB format. If you’re working on an 
image in the CMYK format, then you can’t 
open another source. 

Terrazzo’s compositing options are simi- 
lar to Photoshop’s: normal, darken, lighten, 
hue, saturation, color, luminosity, multiply, 
and screen. You also can adjust a pattern’s 
opacity. When you're ready to quit, you save 
the tile to a PICT format. Later, you can re- 
open that tile in Photoshop, define it as a pat- 
tern, and use the fill command to apply the 
pattern to a selection. 

As | mentioned before, the one caveat to 
using Terrazzo is that patterns tend to look 
symmetrical. Sometimes more organic or 
random textures are needed. For example, it 
would be difficult to create a marble or granite 
texture that doesn’t have an obvious pattern 
or repetition. Still, | like Terrazzo and already 
can think of hundreds of ways to use it. Gs 


Jon Watson is a 3D illustrator and animator 
based in Phoenix, Arizona. 


(QuickTime 2.0) format used to address 
music synthesizers. As a test, | downloaded a 
few MIDI files from America On-Line and discov- 
ered, to my pleasure, that bringing MIDI files into 
the audio tracks of QuickTime movies is now as 
simple as using the Import or Open command in 
MoviePlayer. The file sizes are tiny, too—only 
24k for 4 minutes of music. That much sound 
sampled at 22KHz, 8-bit mono normally would 
take up almost 5MB of storage. Keep in mind that 
file size is a function of the MIDI standard, not of 
QuickTime. And without MIDI hardware for play- 
back, the music sounds like a cheap synthesizer. 
Still, it’s an option that didn’t exist before. 

Video professionals will like the fact that 
QuickTime 2.0 lets you add SMPTE time code to 
QuickTime movies. While many professionals 
already are using proprietary digital-video hard- 
ware and software that accesses SMPTE time 
code, adding that support to QuickTime 2.0 also 
makes SMPTE more accessible to those with 
lower budgets. 

As would be expected, QuickTime 2.0 is 
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PowerMac-compatible. Anyone going through 
the time-consuming process of compressing 
video via the Cinepak algorithm (which is neces- 
sary for optimum software-only playback) 
Should appreciate this port, because the Power- 
Mac processes Cinepak about 2.5 to 3 times 
faster than a Quadra 900. 

Of course, there are numerous more fea- 
tures—too many to detail here. And there are too 
many variables in the world of computer-based 
video to draw a simple conclusion about Quick- 
Time 2.0 that would apply to all potential users. 
What is certain is that Apple has upped the stan- 
dard for its users as well as for its competition. 
Now it’s up to us creative folks to use QuickTime 
2.0 in new and interesting ways. Gf 


Jon Leland is an award-winning video 
writer/producer/director whose Sausalito, Cali- 
fornia, company, Communication Bridges, pro- 
vides videos, seminars, and interactive media. 
His most recent production, The Digital 
Video-Video, /s an overview of professional 
digital-video production tools. 
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. Computer Graphics: A Worldwide Market Report $15.00 


The computer graphics market will grow to $68.9 billion by 1998. Leading 
market research and consulting firms report on the technology trends 
driving the computer graphics market segments and predict the growth 
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Virtual Reality $12.00 
Explore to what extent virtual reality is finding use in practical 
applications from engineering to science, 36 pages 
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(...continued from page 58) 
Outline as a guide, | placed the 3D stem into 
its final position GERRY. 

In order to make the stem look more real- 
istic, | tapered one end of it 50%—irst in the 
Top viewport, then in the Left viewport—using 
the Modify/Object/Taper function. | made sure to 
turn the Local Axis button on so the stem object 
did not move from its position. At this point, | at- 
tached the stem to the frond by selecting Cre- 
ate/Object/Attach, first clicking on the frond, 
then clicking on the stem. To give the stem a 
nice curve, | used the Modify/Object/Bend function 
and bent the object by 64 in the Front viewport. 

Next, | made two copies of the frond 
stem—each one slightly different—by holding 
the Shift key while using the 3D Scale and 
Bend functions. | also deleted some of the ver- 
tices off the individual frond leaves, so some 
stems had more fronds than others GRIER. 

At this point, | was ready to rotate the 
fronds to their final position. To do this, | 
used the Modify/Axis/Place function and 
placed the axis at the bottom tip of the frond 
stem so all of my frond copies would rotate 
around that central point. Then, in the Front 
view, | rotated one frond 90% so it was 
Standing straight, another 70% or so, and the 
third about 45% or so getty . 

Moving to the Top view, | rotated the 
fronds, always holding the Shift key to make 
copies each time, until | had a palm | was 
happy with. Using the 3D Scaling tool, | ad- 
justed some of the fronds so the plant was 
less symmetrical. After tinkering with differ- 
ent rotations and movements, | had a total of 
13 fronds—consisting of only 1866 vertices 
and 2334 faces (RMR. 

| chose a Green Plastic material that | felt 
simulated the shiny characteristics of palm 
leaves. When rendering this type of model, | 
made sure to turn the Force Two-Sided button 
on so both sides of the fronds were rendered. 

You can use these techniques to build other 
types of broad-leaf plants, flowers, and ferns, 
peacock feathers, or any object that is flat but 
must have detail and be separable from other 
objects. Keep in mind, though, that the fewer 
the vertices you use in the 2D Shaper (and the 
fewer the faces you create), the less complex 
your object will be in the 3D space. Gel 


Douglas King is a CGW contributor and 3D animator 
for the entertainment industry. His firm, King/Wheatley 
Creative Design, is located in Turlock, California. 
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(...continued from page 38) 

with technology,” she says, suggesting that 
the most important thing parents can do, 
given the important role computers will 
likely play in the 21st century, is to give 
children a sense that they are people who 
use computers and that it’s fun—person- 
ally interesting. 

“In the 21st century, children will need 
to use computers to solve personally in- 
teresting questions and problems,” she 
says. Thus Bowman tends to recommend 
such software as Microsoft's Encarta, 
which older children can use to create 
their own projects; word processing pro- 
grams; painting programs that give chil- 
dren control of their own pictures; and 
games for hand-eye coordination. 

Open-ended, creative software that 
gives children control is something 
many companies suggest they’re offer- 
ing these days. Davidson & Associates, 
for example, has come out with a line of 
tools for kids: KidWorks (little kids), Pow- 
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erTools (older kids), and KidCAD. Maxis’ 
Claire Curtin describes that company’s 
simulation software as giving kids an 
“open-ended experience,” a sense of 
ownership of something they created, 
designed, and made their own.” 

Indeed, there are more choices than 
any parent can possibly sort through. So 
how to choose? Maybe you should just 
find a store that lets you try before you 
buy and let the kids decide. 

“Dull is the worst thing,” says Bowman. 
“The computer becomes a drudgery, the 
children don’t look forward to it. [But] 
one of the wonderful things about little 
children is that when they get bored with 
something, they stop doing it,” she says. 
“So if they like it, it’s good.” 

As Marshall 
McLuhan reportedly said: “Those who 


Even if we don't. 


draw a distinction between education 
and entertainment don’t know the first 
thing about either.” &6M 
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VISUAL COMMUNICATIONS 


3D Animation 

What sets AniCom’s 3D Choreographer apart 
from other animation programs is its “Action- 
Driven” approach, which moves 3D objects in 
2D space. Animators design animations by 
casting an actor, creating a script of actions 
(which are predefined for all body parts), and 
drawing a path for the actor to follow. Anima- 
tors can also customize any actor, create 
unique actions, layer commands, save new ac- 
tors and actions for use in other animations, 
reuse animations by replacing actors in a 
scene, highlight the scene with text, and add bit 
maps from other programs. (800-949-4559) 
CIRCLE NUMBER 78 


Effects Six-Pack 


Schreiber Instruments’ latest product is a six- 
pack of 3D animated special effects designed 
for use with Autodesk’s 3D Studio and Auto- 
CAD. Called Imagine FX, the new system sells 


for $300 and features AXP routines for creat- 
ing complex animated particle systems; a ma- 
terials library containing 255 materials; 210 
highly optimized full-color maps; an animated 
3D rayed sphere, or Starburst; and Explode 
Volume capabilities. (303-759-1024) 

CIRCLE NUMBER 79 


Topas Updated 

With Animated Match Perspective, the most 
powerful new feature in CrystalGraphics’ 
TOPAS Professional 5.1, users can realistically 
integrate 3D animations with video footage. 
The $2495 product, which boasts more than 
1400 predefined motion paths, includes a se- 
lection of preset bevels which users can visu- 
ally select from a collection of 15 predefined 
faceted and curved styles. (800-979-3535) 
CIRCLE NUMBER 80 


Multimedia Authoring 

MediaVerse, a $799 program from Looking 
Glass Software, offers Windows users media 
editing, database storage, interface design, 
and playback capabilities. The database 
builder performs three global functions: me- 
dia design and creation, media organization, 


and media search and retrieval. The interface 
builder defines relationships between media 
items. And the playback engine lets users play 
back entire presentations built with video, au- 
dio, bitmap graphics, and the company’s own 
hypermedia text engine. (310-348-8240) 
CIRCLE NUMBER 81 


3D Paint System 

New from Discreet Logic is TAARNA 3D, a 
stand-alone 3D paint system that enables ani- 
mators and industrial designers to paint di- 
rectly onto 3D characters and objects. The 
open-architecture system, which operates on 
Silicon Graphics workstations and supports 
industry-standard input and output formats, 
offers a range of brush sizes and shapes, user- 
definable brushes, and multiple special effects 
that apply to channels for color, displacement, 
transparency and specularity, or roughness. 
(514-272-0525) 
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Designs by AT&T 

Unlike other design products, AT&T’s Multi- 
media Designer for Windows NT ($795) and 
Windows 3.1 ($295) offer video features in- 
cluding alpha-channel support, luminance 
mapping, and inverse luminance. Users can 
smooth jagged edges; create soft-edge shad- 


ows and transparent images; import and ex- 
port images to BMP, TGA, PCX, and TIF file 
formats; preview renders; and design on an 
unlimited page size. What's more, images can 
be scaled automatically and reformatted for 
slides, computer displays, color printers, or 
desktop publishing. (800-448-6727) 
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Desktop Video 

New capabilities and versatile editing options 
highlight Version 3.0 of Avid’s Media Suite Pro. 
Some of these include a resolution option that 
reportedly offers the highest desktop-video im- 
age quality available, a codec to run QuickTime 
applications, plug-in effects capabilities, true 
timeline editing, expanded audio capabilities, 
and OMF Interchange compliance. Version 3.0 
($9995) runs on a Quadra 900, 950, or IIfx or, 
using Second Wave's NB4 expansion chassis, 
on a Quadra 800 or 650. (508-640-6789) 
CIRCLE NUMBER 84 


Design Freedom 

Aurora Systems’ new Eagle and Independence 
products join the company’s Liberty 3.5 to 
form the Aurora Freedom series paint and an- 
imation family. Eagle ($24,950), featuring 64- 
bit color processing, accepts external file for- 
mats including Kodak Cineon and SMPTE 
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DPX. Independence ($9000) offers high-end 
paint features—including 4:4:4:4 digital proc- 
essing at every pixel location—as well as alpha 
processing and can create fully resolution-in- 
dependent images. (408-988-2000) 
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Image Conversion 

New from Equilibrium, DeBabelizer Unix v1.0 
runs on Silicon Graphics workstations to con- 
vert image files between any of 20 different 
SGI, Sun, Mac, PC, and Amiga file types. With 
the $1495 product, users can perform batch 
and animation conversions while retaining 
control with preview, resizing, resampling, 
and compression features. Motion-file capa- 
bility and five multimedia formats—Quick- 
Time, Cineon, Accom, PostScript, and Silicon 
Graphics MovieMaker—round out the prod- 
uct’s list of features. (415-332-4343) 
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Transforming Images 
xTransit, a morphing and special-effects pro- 
gram from RomeBlack, offers 25 different 
transits—including warp, RGB delay, spot 
fade, ripple distortion, curtain wipe, fish eye, 
and mosaic—as well as a selection of single- 
image effects for infinite layers of transforma- 
tion. The software runs under Windows 3.1 or 
higher and supports any of the single-image 
and multimedia/digital-video file input and 
output formats including BMP, TIF, TGA, AVI, 
and Kodak Photo CD. (212-727-9735) 
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Sharing Nodels 

With Syndesis Corp.'s InterChange, Windows- 
based 3D designers can share models be- 
tween 3D modeling and animation programs, 
even if the programs are incompatible. The 
$495 program, which includes converters to 
read and write more than 12 3D file formats, 
can translate surface attributes such as color, 
reflected color, filter color, specularity, and re- 
fraction. The software also preserves parent- 
child hierarchy information between subob- 
jects in a scene. (414-674-5200) 
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Analysis Tool 

Version 3 of MSC/EMAS from MacNeal- 
Schwendler Corp. leads the analysis industry 
with solid-modeling functionality in an open 
environment via standards-based ACIS primi- 
tives and Boolean geometry. Version 3 also 
features full 3D automeshing and user-con- 
trollable mesh refinement, assuring conver- 
gence while maintaining push-button ease-of- 
use functionality. (213-258-9111) 
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Design in Motion 

New from Rasna, Mechanica Motion 7 fea- 
tures Mechanica Subassemblies, a graphics- 
oriented subsystem capability, and Mechanica 
Equations of Motion, a tool for exporting 


program modules for embedded applications. 
With these features, engineers can import or 
copy entire subsystems with all the mecha- 
nism details defined and verified. Equations of 
Motion also lets users combine mechanism, 
control, hydraulic, electronic, fluidic, and oth- 
er engineering disciplines into a single, full- 
featured simulation tool. Users can also export 
program modules containing complete equa- 
tions of motion of the system, the load, and 
the constraint environment. (408-922-6833) 
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DISPLAYS 


Colors of SuperMac 
SuperMac’s new ColorComposer software is 
designed to ensure that the colors shown on 
displays equipped with the company’s 24-bit 
color graphics boards for the Mac and Power 
Mac more closely match colors on output. Al- 
so new from SuperMac are the PressView 
21.T display system, which features improved 
brightness, sharper focus, enhanced software 
controls, and support for resolutions up to 
1600x1200; and ProofPositive v2.5, reportedly 
the first dye-sublimation color printer to in- 
corporate Adobe’s Configurable PostScript In- 
terpreter Level 2 running in native mode on 
the Power Mac. (408-541-6100) 

CIRCLE NUMBER 91 


Mega Monitor 

Offering a maximum resolution of 2000x1600 
noninterlaced pixels, highly automated con- 
vergence controls, and automatic color cali- 
bration is Barco’s new 29-inch MegaCalibrator 
monitor. The device, which can display multi- 
ple full-size pages on a single screen, provides 
more than twice the viewing area and work- 
space of a standard 20-inch monitor and fea- 
tures a horizontal frequency range of from 
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30KHz to 96KHz and an RGB bandwidth of 
175MHz. (404-590-7900) 
CIRCLE NUMBER 92 


Audio/Video Monitor 


Designed for business audio, education, and 
home entertainment applications, Nokia’s 17- 
inch monitor, the Valuegraph 447L, incorpo- 
rates a pair of speakers which are mounted 
face-down inside the monitor casing on each 
side of the 0.28mm dot pitch CRT. The $695 


monitor delivers a 1024x768 resolution at 
75Hz. (415-331-0322) 
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Correct Color 

Monaco Systems has enhanced its Monaco- 
COLOR application to include color negative 
scanning for color and black-and-white out- 
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put; a preview window;; job profile tagging; ad- 
ditional tools for advanced users; and a 40% 
increase in processing speed. In addition, 
MonacoCOLOR release 1.5 automates the en- 
tire color-correction and color-separation 
process and can interpret images originating 
from scanners, digital cameras, or Photo CD 
systems. (508-749-9944) 
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Go With the Flow 


Corel Corp.’s new CorelFLOW product uses 
drag-and-drop technology to enable users to 
create a variety of diagrams, including 


TAKE £UGHE 
TAKE FLIGHT 


flow charts, organization charts, schematics, 
and system diagrams. The $99 program in- 
cludes a library of style palettes, hundreds of 
drag-and-drop symbols, OLE 2 support, hier- 
archical diagrams, smart links, on-screen text 
and line editing, 100 TrueType fonts, and 10 
drawing layers. (613-728-8200) 
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Harvard Graphics 3.0 
In an effort to help users create more effective 
presentations, Software Publishing Corp. has 
enhanced its Harvard Graphics application to 
include a complete Advisor System, which 
comprises predesigned Quick Presentations, 
Quick Advice, and an interactive Design 
Checker. Version 3.0 also provides Quick Tips 
and Design Tips in all views and expands the 
use of Quick Looks throughout the product. 
Other enhancements to the $395 product in- 
clude an Animation Player with 15 ready-made 
clips. (408-986-8000) 
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BOARD-LEVEL 


Full-Motion Video 

With the MegaMotion multimedia video board 
from ASL, users can use two separate, full- 
motion video inputs—one live and one com- 
pressed—and display four different moving 
images simultaneously on a desktop PC. The 
$1095 board also provides full image-capture 
capability, with real-time 30fps video capture 
at 320x240 pixels. MegaMotion, which comes 
bundled with Adobe Premiere, can also show 
up to 16 video windows by displaying combi- 


nations of live video and freeze-frame images 
in real time. (714-252-0117) 
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STB Chip 

Based on the S3 Vision864 video controller/ac- 
celerator chip, the PowerGraph Pro PCI from 
STB Systems delivers performance exceeding 
36 million pixels per second and supports a 
bandwidth exceeding 200MB per second. Addi- 
tional features of the $299 chip include hard- 
ware GUI acceleration features such as bit 
block transfers, linear addressing, pattern fills, 
hardware cursor, and color expansion. (214- 
234-8750) 
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Taken by Storm 

Designed for professional Windows/CAD 
users, Mirage’s Storm-1600-PCI series of 64- 
bit graphics controller boards feature a graph- 
ics drawing engine based on S3’s latest 64-bit 
processor. According to Mirage, the boards 
support true SuperVGA and VESA plus flicker- 
free high resolutions up to 1600x1200x256 col- 
ors and 1280x1024x65,535 colors at up to a 
72Hz refresh rate. The boards also support 
16.7 million 24-bit true-color capability at 
640x480, 800x600, and 1024x768. Price starts 
at $245. (800-228-3349) 
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Marvelous Matrox 
According to Matrox, its new Marvel II multi- 
media controller ($795) is the first product to 
combine real-time MPEG audio and video de- 
coding, live video-in-a-window with high-qual- 
ity scaling, a high-performance graphics accel- 
erator, analog and digital audio, real-time 
frame capture, and a digital-video expansion 
bus on a single PCI board. Matrox also pro- 
vides an array of software drivers, develop- 
ment tools based on Microsoft DV MCI, and 
low-level libraries under Windows and DOS. 
(514-685-2630) 
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INPUT 


Light Pen 

Interactive Engineering has announced a new 
light-pen technology that it says has been 
proven to be the fastest direct-input device 
available. Called the LPS1 Light Pen Processor, 
the device contains a fully programmable 
high-speed processor that can be customized 
for special applications and various emula- 
tions. Available for HP, Sun, and IBM worksta- 
tions, the device can operate at single-pixel 
resolution up to 200MHz and offers a calibra- 
tion feature for monitor delay correction. 
(810-254-4335) 
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Nonkey Business 
Designed for motion-capture applications, 
Digital Image Design’s Monkey is a 6x6x18- 
inch instrumented armature of a 50th-per- 
centile human figure wired with measure- 
ment devices at all important joints. When the 
device is used in conjunction with animation 
software, its movements can be translated in- 
to digital information and then mirrored by a 
figure on the computer screen. (212-222-5236) 
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Artist’s Pen 

Featuring a high-resolution, 4x5-inch sketch- 
ing area and a price tag of $199, the ArtPad 
from Wacom ships with an UltraPen, enabling 
artists and designers to draw and paint with 
natural hand movements and pressure. Deliv- 
ering 256 levels of pressure sensitivity and 
2540lpi resolution, the ArtPad also boasts a 
maximum report rate of 205 points per sec- 
ond and an overall accuracy of +/- 5mm. Con- 
nection to PC and Macintosh computers is via 
standard RS-232C serial ports. (206-750-8882) 
CIRCLE NUMBER 103 


Slide Scanner 

Polaroid’s new SprintScan 35 slide scanner 
can digitize a 35mm slide at maximum resolu- 
tion in just 30 seconds—while at the same 


time correct the image’s color and sharpness. 
The $2495 scanner captures 10 bits per color 
at a 3.0 density range; scanned images are out- 
put to the computer at 8 bits per color. 
SprintScan 35 is compatible via a standard SC- 
SI-2 interface with any Mac or Windows PC. 
(800-662-8337) 
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Disk Recorder 

Abekas Video Systems’ Diskus is a real-time, 
10-bit graphics disk recorder offering 30 or 60 
seconds of 10-bit CCIR-601 recording capacity. 


Features include synchronous SCSI-1, fast and 
wide SCSI-2, VTR control, Targa file format 
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support, and time code in and out; broad- 
cast-quality composite, S-video, 4:4:4 digital, 
and 4:2:2:4 I/O are available as options. 
(415-369-5111) 

CIRCLE NUMBER 105 


Power Plotters 

Designed primarily for CAD-related and 
nonarchival hard-copy applications is Power 
Graphics’ new line of high-speed, HPGL-com- 
patible, inkless plotters. Available in both D- 
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Silicon Graphics workstations are. See for yourself. Make 3D renderings fly effort- 
lessly through space, build jaw-dropping effects in moments, and 
manipulate images in very real-time. Just get your hands on an Indy 
workstation—and experience it. To reserve your space in the free 
seminar near you, Call 1-800-800-7441 Dept.B411 today. 


($3995) and E-size ($4995) models, the new 
Image Runner plotters use direct thermal 
imaging technology to plot at 200x200- and 
200x400dpi resolution and include continu- 
ous roll-feed and autocutter features for 
unattended operation, running in either 
stand-alone mode or on a network. Accord- 
ing to the company, a typical D-size drawing 
can be plotted in approximately 2 minutes. 
(805-461-4000) 
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¥ 


The Free INDY™ 
Seminar Series. 


For a good part of your career (and in 
the pages of this magazine), you’ve 
2 heard how incredible 


SiliconGraphics’ 
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Slicer for Windows 
Slicer, a volumetric data analysis tool from 
Spyglass, enables Windows and Windows NT 
users to create 3D color images quickly and 
easily. The $695 product reads a variety of data 
Fa Lat ew Oetions Calectatues ure Wane ete 


and image formats, and it can convert stacks 
of 2D, HDF, binary, and ASCII data files. After 
users have imported the data, Slicer uses ray- 
tracing to render data as volumes, slices, or 
isosurfaces. Additionally, Slicer can create ani- 
mations from user-specified keyframes and 
can orient volumes at any arbitrary angle. 
(217-355-6000) 
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SYSTEMS 


Transportable indy 

New from Silicon Graphics is the Indy Presen- 
ter ($14,000), a 12-inch flat-panel display—de- 
signed for use with all of SGI's 24-bit Indy sys- 
tems—which offers direct-view display as well 
as overhead-projection capabilities. Thanks to 
its small size, the Indy Presenter, along with an 
Indy system, can be carried in an IndyBag (a 
soft-sided shoulder bag available through SGI) 
and easily transported for on-the-road presen- 
tation applications. Based on a digitally driven 
active-matrix LCD panel customized for SGI 
by Mitsubishi Electric Corp., the Indy Presen- 
ter delivers saturated 15-bit color on a flicker- 
free 1024x768 direct-view display. A specially 
designed projector is available separately for 
$4000. (415-390-3365) 
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Video Editing 

According to Fast Electronic, its newest prod- 
uct, The Movie Line, is the only video board 
available that offers a TV tuner, A/B transition 
switcher, frame grab, video overlay, special ef- 
fects, and video output capabilities all on one 
board—with the option to add Motion JPEG 
digital compression. The product’s $999 price 
tag includes Movie Machine Pro, the Motion 
JPEG option, and Adobe Premiere. (415-802- 
0772) 
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RESOURCES 


Easy Multimedia on the PC 

If you want to create multimedia presentati 
CD-ROM, sound-board, and programmin 
Multimedia—Sound & Video for the PC Cri 
you. This nontechnical, well-illustrated book—w 
with a disk containing multimedia presentation: 
code—provides step-by-step instructions tha 
adding sound and video to presentations, incor 
media into spreadsheets, and creating animations 
in no time. Windcrest/McGraw-Hill ee Ridge ‘ 
276 pages, $24.95. 2 
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3D Computer Graphics for Beginners 
With an emphasis on modeling, rendering, a 
3D Computer Graphics—A User's Guide f 
signers (Second Edition) offers those with |i 
backgrounds who wish to use computer gra 
cial and industrial design, advertising, and fine ar 
derstanding of the principles and hardware used to crea 
istic 3D images, scenes, and animations. Lyons & 
Publishers (New York City), 240 pages, $26.95. 
CIRCLE NUMBER 115 


Designing Virtual Worlds 
Designed to advise systems developers on how state-of ih 
art techniques can be used to design interactive systems 
teracting With Virtual Environments addresses three | 
pects: the human-computer interface, parametric image g 
eration, and interactive image manipulation. The boo ; 
covers such topics as virtual office environments, complex 
image manipulation, the design of 3D clothes for vi 
tors, simulating the behavior of virtual actors, colla 
sign, and flight simulation. John Wiley & Sons a Yo 
City), 291 pages, $59.95. 
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Creating Fractals 
Waite Group Press (Corte Madera, CA) has updated its | DO! 
on fractals to include a PC disk containing Fdesign, f 

fractal generator which re-creates the geometry of natur 
well as version 18 of Fractint, which boasts 99 built-in 
types and 25 new image types, new fractal image effe 
Cluding orbits, plotting, and 4D crystals, and hypertext. 
on-line help. Fractal Creations—Second Editio 
comes with a pair of 3D glasses, also includes a ( 
containing 1800 fractal images and source code for DO 
Unix. 463 pages, $39.95. - 
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Windows Imaging & Aniwation 


Designed to teach Windows programmers how! 

oriented programming techniques to create ime 
sounds, and animations, /maging and Animation 
begins with an overview of Windows programmi 
land C++ and Borland’s ObjectWindows Library and 
lowed by chapters on graphics programming, ir 
mats, animation techniques, and sound generatic 
dows. Also, the book comes with a disk that includ 
other things, ImageDraw, an object-oriented drawin 
ShowMe, a script-driven, animated multimedia ple 
graphics viewing program for BMP PCX, G 
formats. Sams Publishing (Carmel, IN), 448 pag 
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Rendering Engine 

Based on two Mips R4600 RISC processors, 
NewTek’s new Raptor Plus rendering en- 
gine reportedly renders images up to 90% 
faster than its predecessor, the Deskstation 
Raptor. The $16,900 rendering engine can 
also be used to render animations created 
with NewTek’s LightWave 3D software. To 
use the Raptor Plus system, animators need 
an Amiga equipped with LightWave 3.1, 
NewTek’s ScreamerNet software, and an 
Ethernet board. (913-599-1900) 
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DEC Workstations 


Digital Equipment Corp.’s newest Alpha AXP 
microprocessors, which incorporate CMOS- 
5, are at the heart of the company’s new DEC 
3000 models 700 and 900 AXP workstations. 
Both machines run DEC OSF/1, Digital’s stan- 
dards-compliant Unix, and Open VMS. The 
$27,698 model 700 can handle large applica- 
tions such as 3D MCAD and scientific visual- 
ization, while the $43,373 model 900 excels at 
complex applications in structural engineer- 
ing, computational fluid dynamics, structural 
biology, and condensed-matter physics. (508- 
493-1821) 
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Valuable Notebooks 
Toshiba’s new multimedia-capable Satellite 
T2400C series of notebook computers fea- 
tures the company’s first implementation of 
its redesigned keyboard with the AccuPoint 
pointing device in a standard notebook form 
factor. For multimedia applications, a SCSI-2 
port offers easy CD-ROM connection. In addi- 
tion, a sound board with Sound Blaster Pro 
software compatibility is available as an op- 
tion. Price ranges from $3099 to $4299. (714- 
583-3925) 
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Digital Video Server 
Designed for the interactive telecommunica- 
tions market, the digital RAIS video server 
model 1040 from On-Demand Technologies 
stores and delivers interactive video applica- 
tions for video dial tone, cable TV, hospitality, 
and business. It is based on an enhanced ver- 
sion of the company’s random access interac- 
tive system, a Unix-based software and hard- 
ware solution that provides not only high-ca- 
pacity video storage on demand, but also the 
administrative tools required to manage the 
business of interactive telecommunications. 
(512-834-9551) 
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AudioReality™ Brings 
Your 3-D Worlds to Life. 


If you are developing 3-D graphics 
applications under DOS, Windows, or 
UNIX, it only makes sense to have 
AudioReality. Developed by Crystal 
River Engineering - the creators of the 
Convolvotron - AudioReality is the 

only true real-time interactive 3-D audio. 
Current products feature room models, 
directional radiators, and Doppler shifts. 


Call now for more information. 
Crystal River Engineering 


Py Tel: 415-323-8155 x 20 
\ Fax: 415-323-8157 


Internet: info@cre.com 
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VANCOUVER 
FILM 
SCHOOL 


presents: 


3D COMPUTER 
GRAPHICS 
ANIMATION 


This 12 month program is the most, 
comprehensive of its kind in North 
America and is a full immersion into. 
computer graphics animation. The 
Classes are integrated with a high- 
end commercial production company 
and graduates achieve a widely 
adaptable range of computer skills. 
Highlights include: 

* Low Student-equipment ratio 

* 2.000 ~ hours of training 

* Wide range of industry software 

* Theoretical/ practical experience 
* Highly skilled instructors 

* State-of-the-art workstations 

* A completéd portfolio 


We also offer an intensive foun- 
dation program in 16mm film 
production. For information 

Call or write: 


Vancouver Film School 
400 - 1168 Hamilton St. 
Vancouver. B.C. 
Canada V6B 282 


6046855808 eam 
Fax: 685-5830 
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PERSONAL DIGITIZER™ 


Low-Cost 3D Digitizing 


¢ Provides accuracy of 0.035" (0.89 mm). 
¢ Reports position and orientation through RS232. 
¢ Self-calibrating and noise-immune sensors. 


COMPLETE SYSTEM: only $1,595 


Immersion Corporation 
(415) 960-6882 FAX (415) 960-6977 


ems: immersion@starconn.com 
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DesignReality is an advanced 3D surface mod- 
eler for Apple Macintosh and Power Macintosh. 
It makes an excellent companion to Ashlar- 
Vellum 3D. Together, they offer complete design, 
visualization, and documentation capability. 

Call Ashlar at for more information and the name 
of your local reseller 
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All 6 ClipModel 


Rous ClipModel® Library CD - 1 
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New: Blocks & Materials™ with [J 
in DXF, DWG, and 3DS format plus 


400 Textures 


Introduction Price: 


$199." 


to order call today: 


1-800-458-0690 


or 503-343-4281, fax 503-252-3668 


Blocks & Materials is a trademark and a product of 
KETIV Technologies, Inc., & Modern Medium Inc. 
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A spectacular new 
3D translation technology... 


InterChange © 


Translate between 3D file formats such as 
AutoCAD .DXF,™ 3D Studio 3DS, 
Wavefront, Softimage, Prisms, Ve rtigo, | 
StereoLithography, LightWave, Imagine, 
and many other programs. 


Preserve sub-objects, hierarchy, surface materials, 
rotational centers and polygon normals. 


Available now for Microsoft Windows,” 

Windows NT, 3D Studio” IPAS plug-ins, 
Commodore Amiga and Video Toaster computers. 
Coming soon for Macintosh,’ Silicon Graphics” 

and SUN “computers. 


Call for more information about the best way 
to share 3D models between programs and platforms. 


N 235 SOUTH MAIN ST. 

DA, D ip 5 | 5 JEFFERSON, WI 53549 
e® Ad es (414) 674-5200 

fh @ (414) 674-6363 FAX 
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Hidelai--9 NOW on CD! 


1 10+ highly detailed 
models, ALL unlocked ! 
e PC, Macintosh & SGI 
3DS, DXF, OBJ, 
MacroModel, Topas,. 
e Materials €° Textures 
e Globes and articulated 


humans included! 


Call for a free catalog today! 


800-OK-ACURIS 


Tel 415 329 1920 
Fax 415 329 1928 
931 Hamilton Ave 
Menlo Park, CA 
94025 
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TULSA, OK 74101 | 


3. WHAT ARE YOUR R PRINCIPAL APPLICATION AREAS FOR COMPUTER GRAPHICS? 
(Please check all that apply. ) 
05 CO Mechanical CAD/CAE 270 Video/Film/Animation 4a3o Image Processing 


31 © Vedeotex/Interactive 47 a Technical 


35 © Graphic Arts/Advertising 510 Training/Simulation 
39 1 Electronic Publishing/ 59 0 Other oe sonal 
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Capture Motion 
Release Creativ 


BELIEVE IT. 
Whos IS 

| NO SUBSTITUTE 

_ FOR 
PICTROGRAPHY. 


“Cet your free sample of a new 
: i a ‘ ail waiglta imaging technology that provides 

rg Or ee argatical better color and type than dye-sublimation printers. 

f _ Developed by Fuji, the world leader in photographic technology, 

pictrography uses a laser diode array to expose images in a single 

pass, eliminating banding and registration problems common with 

dye-sub printers. Higher resolution and color accuracy deliver startling 

images without jagged type edges. Pictrography also gives you con- 

sistent color originals time after time, without the inherent variations 

created by dye-sub’s thermal process. 

The Fujix Pictrography 3000 color printer features color manage- 
ment, including a color calibrator, PostScript compatibility, and a 
variety of Mac and UNIX drivers. All integrated by Itochu, one of the 
world’s largest companies, and supported by a global service network. 

Get your proof of exactly what 


pictrography can do for you. Call ITOC H U 


today: 1-800-347-2484. TECHNOLOGY 


Find out more about how you can use this dynamic unencumbered motion 
capture technology to make reliable real-time digital motion data streams for SGI, 
PC, Mac, Sun, and other high-performance computing platforms. 


Whether you are Creating “live” performance animations, designing LBE systems, 
defining and building computer-generated characters for ads or long-format 
animations, or creating sophisticated digital visual effects for features, the 
Multi-Trax™ system can be your computer's connection to real-world motion in 
real time. 


Call the Multi-Trax Applications Group at 617-864-0201 and find out if Multi-Trax 
motion capture systems can help you. 


RY UNITED 54 CambridgePark Drive 
Aq TECHNOLOGIES Cambridge, Massachusetts 02140-2308 


ASSOCIATES 617/864-0201 FAX: 617/864-1348 
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Show them & sell them 
in CGW’s Showcase 


Put your product in the spotlight with | Copy and illustration must fit within First time advertisers must submit full 
Computer Graphics World’s Showcase 3/3 x 4°/s’. payment with materials. 

advertising section. It’s the perfect 

place to start your ad campaign for the = Each Showcase unit features one pho- Showcase Advertising Rates 
computer graphics market and build —_tograph or piece of artwork. (4/C each insertion) 

visibility for your company or product. 


Insertion order and materials must be | CUUENCY ---ssseseeeereeeeeeeeeeeeeeeeeeeees: Rate 

To participate in CGW’s Showcase, received no later than the first of the 5 ee dae Veen Sm tinerctee Ms sur Gath $1 835 
advertisers must submit 9 proof with month preceding issue date. 3 is niki ono cage eaters Guaders ita $1 800 
the following: 636s creme SO REDAN cc ssdce. $1 “715 
12 ccna eke ae $1725 


Vv One 35mm slide or four-color 
transparency of product, or computer- 


To place your ad, call Shirley Athorn at 
generated art on a Mac disk, COMPU TER (603)891-9183. 
v 75 words of ad copy, brief headline GRAPHICS 
and contact address with phone number, 


WORLD 


¥v or complete film for the unit. * Showcase ads are non-commisssionable 
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| 3D Studio R3 


Video Tutorial Set 
Re Set $295 R3B Set $395 


The only complete tutorial that 
teaches you how to effectively 
use all aspects of 3D Studio. Six 
separate, | hour tapes help 
clearly explain each module. The 
tapes include discussions on 
commands, — techniques & 
examples. Perfect for new and 
intermediate user 


800-854-4496 — 


i 3D Studie 


. Digimation®™ 


BIS Saint Anthony Luling.LA 70070 (504) 785-3969 (504)78 


—~_ 

ia American 
Carter or 
Computer 
Imaging 


& Animation 


Vellum 3D is a professional 
design and drafting tool 
for Microsoft Windows 


Why is one school setting and Apple Macintosh 


a world standard for 
Computer Animation 
Training? 

You'll find the latest SGI gear, 
Softimage, Betacam and all of the 
realnames in animation here plus 


students from around the world in 
our two locations—Minneapolis & 


Raleigh. 800 800-2835 
eialele) of Fax 612 721-6642 


Communication arts 


2526 27th Avenue South 
Minneapolis, MN 55406 


(including Power 
Macintosh). 
Call now to receive 
a FREE video tape 
“Designing with 
Vellum” and a 
demo diskette 
of Vellum 3D: 
Boo- 


3 
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You could probably 
model just about 


anything. 


With enough time, you could probably model the Eiffel Tower, the Sphinx, or a detailed 
Ankle Joint. But why? We’ve already done it! Viewpoint has thousands of stock Datasets™ 
for animation, visualization, and real-time applications in over fifty 3D VIEWPOINT 


formats. Save time. Save money. Use Viewpoint 3D data in your next project. Vv. 


Call 1-800-DATASET (328-2738) for your free 200 page 
catalog and/or DataShop™ CD ROM with five free Datasets. 


*DataShop available in 3D Studio, Softimage, and Wavefront formats. 


Viewpoint DataLabs*870 West CentersOrem, Utah 84057°Ph: 801-224-2222*FAX: 801-224-2272 
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FREE PROGRAMS 


That's right! Now you can free your 
software from those troublesome 
hardware locks. Don't om a new 
program because ag wont replace 
your lost or stolen hardware lock. 


Our SAFEKEY software programs are 
guaranteed to UNLOCK the following: 


TOPAS RIO PANORAMA 
INSCRIBER = LUMENA 3D-STUDIO 
IMAGEPAINT 0.G.S. VISTA TIPS 
LOGO EDITOR AXA & MORE 


UNLOCK CAD PROGRAMS T00__| 


SURFCAM-4 = CADKEY TANGO PRO 
PADS PERFORM EZCAM  MASTERCAM 
MICROSTATION SMARTCAM & MORE 


from $300 plus S&H 

Unlock HI-RES QFX or QTV for $125 
O—« NEW x0 
We now unlock ANY program using 
Rainbow Technologies Inc. locks 
including the Sentinel Super Pro! 


PROTECT YOUR INVESTMENT TODAY 


AMERICAN (609) 390-2799 
iam §— (609) 390-3750 FAX 


IMAGINE THAT 
1 EVERGREEN DR.. SEAVILLE. NJ 08230 


Products are for licensed users only 
Trademarks are the property of respective owners 
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IRIS 
COLOR PRINTS 
UP TO 33"x 47" 


4"x 5" & 8"x 10" FA sa sass 


COLOR CHROME JO 


BRE RR RERER ERE RE REE RE RRR EE 


UP TO 32"x 36" FILM OUTPUT! 


y 
meadvance 


100 FLAGSHIP DRIVE ¢ NO. ANDOVER, MA 01845 
(508) 685-2911 
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eal Index to Advertisers 


10-12 AVE/C SYSTEMS Fall, held in Chicago. 
Contact: A/E/C SYSTEMS Inc. (203/665-0187): 
(fax: 203-666-4782). 


18-20 MACWORLD Expo/Toronto 1994, held in 
Toronto. Contact: Mitch Hall Associates (61 7/361- 
8000); (fax: 617-361-3389). 


21-23 1994 ACADIA Conference, held in Saint 
Louis. Contact: Washington University (314/935- 
6253); (fax: 314-935-8520). 


November 


6-11 International Mechanical Engineering 
Congress & Exposition, held in Chicago. Contact: 
ASME (212/705-7100 x.7795); (fax: 212-705- 
7674). 


8-10 Silicon Studio ‘94: The Entertainment 
Authoring Conference, held in Los Angeles. 
Contact: Silicon Graphics (415/390-2527). 


8-10 PDM Europe ‘94, held in Amsterdam, The 
Netherlands. Contact: ClMdata (313/668-9922): 
(fax: 313-668-1957). 


8-10 Computer Graphics Expo, held in Wembley, 
England. Contact: The VR Centre (081-995-2632): 
(fax: 081-995-3633). 


14-18 Comdex Fall ‘94, held in Las Vegas. 
Contact: The Interface Group (617/499-2722): 
(fax: 617-499-6600). 


14-26 Second Annual New York Digital Salon 
Computer Art & Design Show, held in New York. 
Contact: The School of Visual Arts (212/679- 
7350); (fax: 212-525-3587). 


15-18 Second Color Imaging Conference, held in 
Scottsdale, AZ. Contact: Society for Information 
Display (203/853-7069); (fax: 203-855-9769). 


_ December — 


6-8 12: Interactive Information Expo, held in New 
York. Contact: Bruno Blenheim (201/346-1400); 
(fax: 201-346-1532). 


4-7 MacWorld Expo, held in San Franciso. 
Contact: Mitch Hall Associates (617-361-2001); 
(617- 361-3389). 


13-16 MILIA ‘95, held in Cannes, France. 
Contact: Reed Midem Organization Inc. (212/689- 
4220); (fax: 212-689-4348). 
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Paul McPherson 

Associate Publisher, Sales & Marketing 
Ten Tara Boulevard, Suite 500 
Nashua, NH 03062-2801 
TEL:603-891-9172 

FAX: 603-891-0539 


NEW ENGLAND, EASTERN CANADA, 
UPSTATE NEW YORK 

Bob Singer, Regional Mgr. 

Ten Tara Boulevard, Suite 500 
Nashua, NH 03062-2801 
TEL:603-891-9162 

FAX: 603-891-0539 


MID-ATLANTIC, SOUTHEAST 

Daniel J. Ferro, Sr., Regional Mgr. 
PennWell Publishing Graphics Group 
2300 Computer Ave., Suite I-15 
Willow Grove, PA 19090 
TEL:215-830-1465 

FAX: 215-830-8778 


DIRECT MAIL 
MARKETING 


arget your direct mail offering 

by selecting from CGW’s 62,000+ 
high tech buyers. These are the 
professionals with high-dollar buying 
power for your product or service. 


Use one or more of the many available 
selections to pinpoint mail to only those 
prospects who meet your exacting criteria. 


Perfect for catalogs, new product literature, 


and seminars. 


Call 800-962-4669, (FAX 918-831-9497) to 
have full information faxed or sent to you. 


COMPUTER 
GRAPHICS 
WORLD 


MODELING * ANIMATION * MULTIMEDIA 


1421 South Sheridan 
Tulsa, OK 74112 


Sales Offices 


NORTHERN CALIFORNIA,NORTHWEST 
John Sly, Regional Mgr. 

Bill Cooper, Regional Mgr. 

Boris & Sly Associates 

1000 Elwell Court, Ste. 234 

Palo Alto, CA 94303 
TEL:415-965-4334 

FAX: 415-965-0255 


SOUTHERN CALIFORNIA, SOUTHWEST 
Tom Boris, Regional Mgr. 

Boris & Sly Associates 

2232 S.E. Bristol, Ste. 109 
Newport Beach, CA 92660 
TEL:714-756-0681 

FAX: 714-756-0621 


SOUTH CENTRAL, CENTRAL U.S. 
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907 S. Hwy RR 620, Suite 301-B 
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TEL:512 263-2223 

FAX: 512 263-1115 
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Shirley Athorn 
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Verlagsburo Bylek 
Stockaeckerring 63 
D-85551 Kirchheim 
Muenchen, Germany 
TEL: 49-89-903-8806 
FAX: 49-89-904-3526 
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KOREA 

Mr.Paek Kwon 

International Media Services Co. Ltd. 
#703 Hanyang Building, 14-31 
Yoido-Dong, Youngungpo-Gu 

Seoul, 150-010, Korea 
TEL:822-783-9555 

FAX: 822-783-9553 


TAIWAN 

Ms. Shiun Gou Sheng 

Acer TWP Corporation 
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‘Pre-Photograph” Your Designs 
And Let The World Read Your Mind. 


No matter what industry you're working 
in today, the ultimate success of your 
product design depends on a powerful, 
convincing presentation. The kind of 
presentation only an IRIS print can make. 

Sending your digital rendering to an 
IRIS printer is like taking a photo of 
your product before it even exists. With 
a perceived resolution of 1200 - 1800 
dots per inch and the widest color 
range in the digital world, IRIS prints 
make a startling impression. Better yet, 
they give you the power to transform 
the designs in your mind and the images 
on your monitor into richly detailed, 
full-color presentations. 

The photo-realism of an IRIS print 
lets you produce more prototypes in 
less time. It streamlines your design 
process. Gets you faster management 
py, approval. Promotes design-team 

Ot, collaboration. And delivers your 
product to market faster. 

IRIS printers are fully compatible with 
UNIX™, Mac™, and PC-Windows"™- 
based platforms. They work with all 
popular design systems and operate 
seamlessly in networked environments. 
Best of all, they produce dazzling 
pre-photographs of your concepts, in 
formats up to 34" x 46" on a wide range 
of low cost substrates. 

But don’t take our word for it. Let your 
eyes be the judge. Call IRIS today and 
ask us to send you a sample print. We'll 
show you how, when your design's on 
the line, everything else pales next to the 
ultimate pre-photograph. 
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Alias/Volvo Monitoring and Concept Center 


Howard Associates 


Pixar/ © J.Walter Thompson 


2 @ IRIS Graphics, Inc. 
: Six Crosby Drive 
Bedford, MA 01730 USA 


EDS/Unigraphics 


a scitex Company (800) 947-4712 + FAX (617) 275-8590 


IRIS Printers — For Ultimate Color Output. 
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Theres A New Wau 10 


Visual computing just got a whole lot easier. By taking an 
open system approach to storing and retrieving digital video, 
Ciprico’s Spectra 6000 disk array delivers real-time 
performance together with unmatched flexibility. 


Seamless integration with Silicon Graphics workstations 
give you the flexibility to switch between digital video 


applications, i.e. from paint to composite to animation to on- or 


off-line editing. This impressive versatility eliminates the need 
for “dedicated use” digital disk recorders (DDRs) and can save 
you plenty. 


Spectra 6000's performance characteristics redefine the 

concept of productivity. Standard SCSI-2 drives support real- 

time data transfer rates, Plus, now you can work with storage 
capacities of several minutes, ot on-line digital video (as 
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Store And Retrieve 
Digital Video in 
Heal lime. 


Introducing The 
Spectra 6000 “eas 
Dish Array. Fs 
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opposed to the old DDR capacity limitations of under a 
minute! ). Each array can provide up to 16GB of storage and 
san be combined with other arrays for additional capacity. 
Spectra 6000's fault tolerant design and optional redundant 
power supply assure continuous on-line performance and no 

loss of data. 


For more information about the Spectra 6000 disk array— 
the new way to store and retrieve digital video, call us at 
1-800-727-4669. 


In the USA In Europe: 

2800 Campus Drive 7 Clerewater Place, Lower Way 

Plymouth, MN 35441 Newbury, Berkshire RG13 4RF 

1 800 SCSI-NOW (727-4669) England 

In MN: (612) 551-4000 (44) 635-873666 

Fax: (612) 551-4002 Fax: (44) 635-871996 CIPRICO 
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